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— UNFIRED ARCANA — 
THE WIZARD 


This document is the third in a series of Unearthed 
Arcana articles that present material designed for Epic 
5e, a homebrew variant of D&D 5e. For the ease of 
learning the game, the material here uses the rules in 
the Dungeons & Dragons 2014 Player’s Handbook, 
except where noted. Providing feedback on this 
document is one way you can help shape the next 
generation of D&D. 

Inside, you’ll find the following content: 


The Wizard. This replaces the Wizard class that 
appears in the 2014 Player’s Handbook. 

Weapons. A new category of weapons, known as 
Implements, appears in this section. Wizards gain 
proficiency with Implements, as do other clases. 

Spells. New spell lists have been issued for each 
spellcaster in Epic 5e, and several spells have been 
revised for use in your campaign. 

Feats. Every 1st-level Feat mentioned herein appears in 
the “Feats” section, which contains both new and 
revised Feats. 

Rules Glossary. The glossary defines certain rules 
terms that appear in this document, focusing on 
terms that have been clarified or redefined or that 
don’t appear in the 2014 Player’s Handbook. 


Before delving into these new options, please read the 
“This Is Playtest Material” sidebar. 


THIS IS PLAYTEST MATERIAL 

This article is presented for playtesting and feedback. This 
D&D material is in draft form, usable in your D&D 
campaign, but not refined by full game development and 
editing. It isn’t officially part of the game. 

Power Level. The character options you read here might 
be more or less powerful than options in the Player's 
Handbook (2014). \f a design survives playtesting, we 
adjust its power to the desirable level before official 
publication. This means an option could be more or less 
powerful in its final form. 


WIZARD 


Clad in the silver robes that denote her station, an elf 
completes her spell and launches a tiny bead of fire 
toward the enemy ranks. Checking and rechecking his 
work, a human scribes an intricate magic circle in chalk 
on the bare stone floor. Crouching on the floor in a 
dungeon intersection, a gnome tosses a handful of small 
bones inscribed with mystic symbols, muttering a few 
words of power over them.. 

Wizards are supreme magic-users, defined and united 
as a class by their knowledge of the arcane. Drawing on 
the subtle weave of magic that permeates the cosmos, 


wizards cast spells of explosive fire, arcing lightning, 
subtle deception, and brute-force mind control. Their 
magic conjures monsters from other planes of 
existence, glimpses the future, or turns slain foes into 
zombies. Their mightiest spells change one substance 
into another, call meteors down from the sky, or open 
portals to other worlds. 


SCHOLARS OF THE ARCANE 


Wild and enigmatic, varied in form and function, the 
power of magic draws students who seek to master its 
mysteries. Some aspire to become like the gods, 
shaping reality itself. 

Though the casting of a typical spell requires merely 
the utterance of a few strange words, fleeting gestures, 
and sometimes a pinch or clump of exotic materials, 
these surface components barely hint at the expertise 
attained after years of apprenticeship and countless 
hours of study. 


THE LURE OF KNOWLEDGE 


Wizards’ lives are seldom mundane. The closest a 
wizard is likely to come to an ordinary life is working as 
a sage or lecturer in a library or university, teaching 
others the secrets of the multiverse. Other wizards sell 
their services as diviners, serve in military forces, or 
pursue lives of crime or domination. 

But the lure of knowledge and power calls even the 
most unadventurous wizards out of the safety of their 
libraries and laboratories and into crumbling ruins and 
lost cities. Most wizards believe that their counterparts 
in ancient civilizations knew secrets of magic that have 
been lost to the ages, and discovering those secrets 
could unlock the path to a power greater than any magic 
available in the present age. 


Note: 11TH LEVEL AND HIGHER 

Unlike the classes in the 2014 Player’s Handbook, classes in 
Epic 5e only go up to 10th level. This is because in Epic 5e, 
10th level is the highest character level a player character 
can reach. 

This decision was made primarily to preserve the balance 
of the game, as beginning at 11th level, many features and 
items become available to parties that can trivialize the 
challenges that they might face. This often makes it difficult 
for Dungeon Masters to design adventures for their 
players, and also tends to widen the gap between stronger 
and weaker characters. 

If you wish for players to continue to advance after 10th 
level, you can instead grant players new feats, magic items, 
or other rewards whenever they reach a new milestone in 
their adventures. 


THE WIZARD 


Level Prof. Bonus Features 

Ist +2 Spellbook, Spellcasting, Subclass 
2nd +2 Arcane Studies 

3rd +2 Scholar, Subclass Feature 
4th +2 Ability Score Increase, Feat 
5th +3 — 

6th +3 Subclass Feature 

7th +3 — 

8th +3 Ability Score Increase, Feat 
9th +4 — 

10th +4 Subclass Feature 


CLASS FEATURES 


As a Wizard, you gain the following class features: 


HiT PoINTs 


Hit Dice: 1d6 per Wizard level 

Hit Points at 1st Level: 6 + your Constitution modifier 

Hit Points at Higher Levels: 1d6 (or 4) + your 
Constitution modifier per Wizard level after 1st 


PROFICIENCIES 


Implements. Common Implements, Arcane 
Implements 

Languages: One of your choice 

Saving Throws: Intelligence, Wisdom 

Skills: Arcana, and two of your choice from 
Dungeoneering, Engineering, History, Insight, 
Investigation, Medicine, Nature, and Religion. 


EQUIPMENT 
You start with the 55 gp to spend on equipment of your 
choice, plus the equipment granted by your background. 


MULTICLASSING 


Prerequisites: 15+ Intelligence; Arcana proficiency 
Proficiencies Gained: Common Implements, Arcane 
Implements 


SPELLBOOK 


1st-level Wizard feature 


You have learned the magical notation to commit your 
arcane knowledge to writing. As a Long Activity, you 
can scribe magical formulas into a book, transforming it 
into a Spellbook. While you are holding the book, you 
gain the following benefits: 


Expansive Knowledge. You don’t need to know a 
Wizard spell to cast it as a ritual. The spell must be of 
a level you can cast, and it must have the Ritual tag. 
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Prepared Spellcasting. As a Long Activity, you can 
replace one or more Wizard spells that you know with 
an equal number of spells of the same levels. Each 
spell you replace this way must be of a different level. 


SPELLCASTING 


1st-level Wizard feature 


By studying the magical arts, you have gained the ability 
to cast spells. 

Spell List. You learn your Wizard spells from the 
Arcane Spell List, which is detailed in the 
“Spellcasting” section of this document. 

To learn a spell from a Wizard class feature, it must 
appear on the Arcane Spell List unless otherwise 
specified. If a different Wizard class feature grants you 
the ability to cast a spell that doesn’t appear on this list, 
it counts as a Wizard spell for you. 

Cantrips. The Wizard table shows you how many 
Cantrips you know. Whenever you gain a level in this 
class, you can replace one Wizard cantrip that you know 
with a different Wizard cantrip of your choice. 

Leveled Spells. The Wizard table shows you how 
many leveled spells you know. Whenever you gain a 
level in this class, you can replace one leveled Wizard 
spell that you know with a different leveled Wizard spell 
of your choice. If a different Wizard class feature grants 
you additional spells known, they don’t count against 
the number of Wizard spells you can know, and you 
can’t replace those spells unless otherwise specified. 

To learn a leveled spell from a Wizard class feature, it 
must be of a level for which you have Wizard spell slots. 
Spell Slots. The Wizard table shows you how many 

spell slots you have of each level. In order to cast a 
leveled Wizard spell, you must expend a spell slot of the 
spell’s level or higher. You can’t expend more than one 
spell slot on a turn, and you regain all expended spell 
slots when you finish a Long Rest. 


Spellcasting Ability. Intelligence is your spellcasting 
ability for your Wizard spells, meaning it is used to 
calculate your spell attack modifier and spell save DC. If 
a Wizard feature requires an ability check or saving 
throw, it uses your spell save DC. 

Spellcasting Focus. You can use a Common 
Implement or an Arcane Implement as a spellcasting 
focus for your Wizard spells, each of which is described 
in the “Implements” section of this document. 


SUBCLASS 


1st-level Wizard feature 


You gain a subclass of your choice from among the 
options noted in the “Wizard Subclasses” section at the 
end of this class description. Having a Wizard subclass 
grants you that subclass’s 1st-level features. 

Your subclass grants you additional features when 
you reach higher levels in this class, as shown in the 
Wizard table. 


ARCANE STUDIES 


2nd-level Wizard feature 


You have indulged in extensive magical research, the 
results of which are called your Arcane Studies. The 
Wizard table notes how many arcane studies you can 
know at each level, which you choose from among the 
options noted in the “Arcane Studies” section of this 
document. 

To learn an arcane study, you must meet the 
prerequisites for it, and the study’s level must be no 
greater than your Wizard level. 

When you gain a level in this class, you can replace an 
arcane study that you know with a different one for 
which you meet the minimum level and prerequisites. 
You can’t replace an arcane study if it’s a prerequisite 
for another arcane study that you know. 


SCHOLAR 
3rd-level Wizard feature 


While studying magic, you also specialized in an 
academic field of study. Choose one of the following 
skills in which you have proficiency: Arcana, 
Dungeoneering, Engineering, History, Nature, or 
Religion. You have Dedication and Expertise with the 
chosen skill. 


ABILITY SCORE INCREASE 


4th-level Wizard feature 


Increase one of your ability scores by 2, or increase two 
of your ability scores by 1. You can’t raise an ability 
score above 20 with this feature, and you can’t learn a 
feat in place of this increase. 

You gain this feature again when you reach certain 
levels in this class, as noted in the Wizard table. 


FEAT 


4th-level Wizard feature 


You learn a feat of your choice that you meet the 
prerequisites for, and whose level is no greater than 
your level in this class. If the feat would increase one or 
more of your ability scores, you don’t gain that benefit 
from that feat. 

You gain this feature again when you reach certain 
levels in this class, as noted in the Wizard table. 


ARCANE STUDIES 


You can choose your Arcane Studies from among the 
following options: 


ARCANE RECOVERY 
2nd-level Arcane Study 


Prerequisites: None 
Repeatable: No 


As a Short Activity, you can regain one or more of your 
expended spell slots. The total number of spell slots you 
can regain equals half your Wizard level, rounded up. 

Once you use this feature, you can’t do so again until 
you finish a Long Rest. 


EDUCATOR 
5th-level Arcane Study 


Prerequisites: None 
Repeatable: No 


As a Short Activity, you can teach one willing creature 
that can hear and understand you how to cast Wizard 
spell that you know. The spell need not be on the 
target’s spell list, but it must be of a level for which they 
have spell slots. 

The target learns this spell, and can cast it using any 
spell slots they have of an appropriate level or higher. 
They retain knowledge of this spell until they finish a 
Short or Long Rest, or until you use this feature again. 
Intelligence is their spellcasting ability for this spell. 


IMPLEMENT MASTERY 
3rd-level Arcane Study 


Prerequisites: None 
Repeatable: Yes 


Your skill with spellcasting foci allows you to wield 
them with ease. You gain the Group Benefits of 
Implement Group of your choice. 


INTERDISCIPLINARY STUDIES 
2nd-level Arcane Study 


Prerequisites: None 
Repeatable: Yes 


You've learned rituals from multiple spellcasting 
traditions. You learn two spells of your choice from any 


spell list. The spells must be of a level you can cast, and 
they must have the Ritual tag. You can only cast these 
spells as rituals. 


MEMORIZE SPELL 
5th-level Arcane Study 


Prerequisites: None 
Repeatable: No 


As a Short Activity while you have a spellbook on your 
person, you can replace one Wizard spell that you know 
with a different Wizard spell of your choice. 


METAMAGICIAN 
2nd-level Arcane Study 


Prerequisites: None 
Repeatable: Yes 


You gain one feat of your choice with the Metamagic tag 
for which you meet the prerequisites. You can’t replace 
this arcane study if the feat you learned from it is a 
prerequisite for another feat that you know. 


MopIFy CANTRIP 
5th-level Arcane Study 


Prerequisites: Metamagician 
Repeatable: Yes 


You combine a Metamagic feat that you know with one 
Wizard cantrip of your choice, creating a spell of your 
own design, which you learn. This new spell functions 
as the original but gains the benefits of that Metamagic 
feat. You can name the new spell as you see fit. It counts 
as the original spell for the purpose of combining spell 
effects. Casting this spell doesn’t expend a use of the 
chosen Metamagic feat. 


MopIFy SPELL 


7th-level Arcane Study 


Prerequisites: Modify Cantrip 
Repeatable: Yes 


You combine a Metamagic feat that you know with one 
Wizard spell of your choice of 1st or 2nd level, creating 
a spell of your own design, which you learn. This new 
spell functions as the original, but gains the benefits of 
that Metamagic feat. You can name the new spell as you 
see fit. It counts as the original spell for the purpose of 
combining spell effects. Casting this spell doesn’t 
expend a use of the chosen Metamagic feat. 


RITUAL EXPERT 
2nd-level Arcane Study 


Prerequisites: None 
Repeatable: Yes 


When you cast a Wizard spell that has the Ritual tag, 
you can do so without expending a spell slot. You can 
use this feature a number of times equal to your 


spellcasting ability modifier. You regain one expended 
use when you finish a Short Rest, and you regain all 
expended uses when you finish a Long Rest. 


SPELL ANALYST 
2nd-level Arcane Study 


Prerequisites: None 
Repeatable: No 


You know the Detect Magic and Identify spells, and can 
cast each of them as a Bonus Action, without expending 
a spell slot or requiring spell components. 


WIZARD SUBCLASSES 


You can choose your Wizard Subclass from among the 
following options: 


BEGUILER 


Some hold truth to be the greatest virtue, but it can do 
more damage than fiction. White lies, false smiles, and 
secret thoughts keep society running smoothly. Honesty 
is a virtue, but only up to a certain point. Beguilers 
understand these ideas better than anyone, which is 
why they wield subterfuge as readily as magic. 

Ambitious, cunning, and quick to turn the tables, 
Wizards who go down the path of the Beguiler rarely do 
so out of a love of magic itself. A degree in wizardry is 
the key to many high doors, and a mix of charms and 
illusions can pry open most everything else. 


TRICKSTER’S VEIL 


1st-level Beguiler feature 


You're particularly adept at acts of trickery. You gain 
proficiency with two skills of your choice from 
Deception, Performance, Persuasion, Sleight of Hand, 
and Stealth. You have dedication to these proficiencies, 
and can make any ability check using them an 
Intelligence check. 


CLOAKING FEINT 
3rd-level Beguiler feature 


You know how to wield illusory magic to catch your foes 
off balance. As a Bonus Action, you can attempt to bluff 
a creature within 60 feet of you who can see you but 
lacks Truesight. The target must make a Wisdom saving 
throw. On a failure, the target has disadvantage on the 
next saving throw they make against a spell before the 
start of your next turn, and you have advantage on spell 
attack rolls you make against them for the same 
duration. 

You can use this feature a number of times equal to 
your spellcasting ability modifier. You regain one 
expended use when you finish a Short Rest, and you 
regain all expended uses when you finish a Long Rest. 


LIVELY DISCOURSE 
6th-level Beguiler feature 


When you cast a Wizard spell with the Enchantment 
tag, you can conceal the spell components with 
calculated gestures and banter. A creature must use the 
Doubt action on their turn to discern that you cast the 
spell at all. 


BEGUILING FLASH 
10th-level Beguiler feature 


When a creature you can see makes an attack roll 
against you, you can expend a use of your Cloaking 
Feint as a Reaction to escape in a flash. Each creature 
within 30 feet that can see you must make a Wisdom 
saving throw. On a failure, a creature is Blinded until 
the start of your next turn. 

Immediately after the attack hits or misses, you can 
teleport to an unoccupied space that you can see within 
30 feet. 


OCCULTIST 


Occultists seek to understand things that are best left 
unknown: demons and curses, the names of dead gods, 
and the tantalizing yet revolting geometries that only 
exist in the Far Realm. Delving too deep into any 
subject is a recipe for madness, but for the occultist, this 
is less of a pitfall and more of an objective. Some things 
weren't meant to be grasped by one’s mortal mind. 
Therefore, the only path to comprehension is to lose it. 


LEFT-HAND PATH 


1st-level Occultist feature 


Your study of the occult has familiarized you with 
creatures that lurk within your nightmares. You gain 
proficiency with the Religion and Dungeoneering skills 
and have dedication to them. 

Additionally, when you take the Study action against 
an Aberration, Fiend, Ooze, or Undead, you treat a roll 
of 9 or lower on the d20 as a 10. 


INVOKE HORRORS 
3rd-level Occultist feature 


You’ve learned the names of unmentionable entities that 
you can call on for aid. As a Reaction when a creature 
within 80 feet of you fails on a saving throw against a 
Conjuration or Necromancy spell you are Concentrating 
on, you can cause spectral entities to erupt from the 
target. The target and each creature of your choice 
within 5 feet of them must succeed on a Wisdom saving 
throw or become Frightened of you until the start of 
your next turn. 

You can use this feature a number of times equal to 
your spellcasting ability modifier. You regain one 
expended use when you finish a Short Rest, and all 
expended uses when you finish a Long Rest. 


MAD CERTAINTY 
6th-level Occultist feature 


The occult forces you researched have left a noticeable 
impact on your sanity. You add your Intelligence 
modifier to saving throws you make to avoid or end the 
Charmed or Frightened conditions on yourself and to 
saving throws you make to maintain the Concentrating 
condition on yourself while you are Concentrating on a 
Conjuration or Necromancy spell. 


SWALLOWED BY THE EARTH 
10th-level Occultist feature 


All things must eventually return to the void from 
whence they came. When you stop Concentrating on a 
Conjuration or Necromancy spell, you can force one 
creature targeted by the spell to make a Charisma 
saving throw. On a failure, the target takes 2d8 Psychic 
damage and is banished to an extradimensional 
hellscape for the next minute. 

The target can repeat this saving throw at the end of 
each of their turns, taking 2d8 Psychic damage on a 
failure or ending the effect on themselves on a success. 
When the effect ends, the target reappears in the space 
they previously occupied, or in the nearest unoccupied 
space that can contain them if that space is unavailable. 
A target that is reduced to 0 hit points by this feature 
vanishes from existence along with anything they’re 
wearing or carrying. 

Once you use this feature, you can’t do so again until 
you finish a Long Rest. 


RUNE KEEPER 


A Rune Keeper masters the secrets of the runes of 
power—ancient sigils that embody the fundamental 
magic of creation. The giants were the first to master 
rune magic, though many other races eventually stole 
away or traded for that power. 

Rune magic is exceedingly rare. Some of its secrets 
have been lost, and what remains is jealously guarded. 
Few Rune Keepers share their lore with others. Indeed, 
most Rune Keepers take on new students only if doing 
so allows them to gain access to a forgotten or missing 
rune. 


RUNIC KNOWLEDGE 
1st-level Rune Keeper feature 


You have learned to read ancient runes, granting you 
proficiency with the Giant language, and with your 
choice of Mason’s Tools or Smith’s Tools. 

Additionally, you know the Comprehend Languages 
spell, and can cast it as a Bonus Action, without 
expending a spell slot. 


RUNIC CARVINGS 
3rd-level Rune Keeper feature 


You’ve learned to carve basic runes. As a Short Activity, 
you can draw one or more magical runes that you know 
onto a pendant, a suit of armor, or some other piece of 
worn equipment. A creature wearing equipment 
inscribed with a rune gains that rune’s benefits, as 
noted in the rune’s description. 

A rune vanishes from the wearer when activated as 
an Action, when you die, or when you scribe that rune 
on another object. If a rune requires a saving throw, it 
uses your spell save DC. 

When you gain this feature, you learn two runes of 
your choice. You learn one additional rune at 6th level 
and at 10th level. Whenever you gain a level in this 
class, you can replace one rune you know with a 
different rune from the same list. If a rune notes a level 
in its description, your Wizard level must be greater 
than or equal to that rune’s level to learn that rune. 

You choose your runes from the following options: 


Skye (6th Level). When a creature that lacks the ability 
to see Invisible creatures makes an attack against the 
wearer, the wearer can use their Reaction to teleport 
to an unoccupied space they can see within 30 feet, 
causing the attack to miss. 

Ild. As a Bonus Action, the wearer can grant themselves 
a number of temporary hit points equal to twice your 
level in this class plus your spellcasting ability 
modifier, which last for 10 minutes. While the wearer 
has these temporary hit points, they have resistance 
to Cold damage, and when a creature within their 
reach hits them with an attack, the attacker takes Fire 
damage equal to the damage they dealt. 

Ise. As a Bonus Action, the wearer can shed frost in a 
10-foot radius for 1 minute. For the duration, 
creatures other than the wearer treat the area as 
difficult terrain, and if they start their turn in the area 
or enter it for the first time on a turn, they must 
succeed on a Dexterity saving throw or fall Prone. 

Haug. While on the ground, the wearer has immumity 
to the Prone condition, and can’t be moved against 
their will unless the Move uses their Speed. 

Stein (6th Level). As a Bonus Action, the wearer can 
cause 2d4 floating stones to hover around them, 
which last for 10 minutes. As a Bonus Action on each 
of their turns, they can expend one of those stones to 
force each creature within a 10-foot cube centered on 
a point within 60 feet of them to make a Dexterity 
saving throw. On a failure, a target takes 2d4 + your 
spellcasting ability modifier Bludgeoning damage. 

Uvar (10th Level). As a Bonus Action, a creature 
wearing this rune can roll a d20 and record the result. 
Once in the next 10 minutes, when the wearer or a 
creature within 30 feet of them makes a d20 roll, the 
wearer can force that creature to use the recorded 
roll instead. 


PROTECTIVE FORESIGHT 
6th-level Rune Keeper feature 


Your augury has granted you the ability to see all threats 
against you. While you are not Incapacitated, unseen 
creatures don’t gain advantage on attack rolls against 
you as a result of being unseen. 


IT 18 FORSEEN 
10th-level Rune Keeper feature 


The runes have granted you visions of future dangers. 
When you make an Initiative roll or a Dexterity saving 
throw, you can roll a d6 and add the number rolled to 
that check or saving throw. 


WAR MAGE 


A variety of arcane colleges specialize in training 
wizards for war. The tradition of War Magic blends 
principles of evocation and abjuration rather than 
specializing in either of those schools. It teaches 
techniques that empower a caster’s spells while also 
providing methods for wizards to bolster their own 
defenses. 

Practitioners of this tradition are known as war 
mages. They see their magic as both a weapon and 
armor, a resource superior to any piece of steel. War 
mages act fast in battle, using their spells to seize 
tactical control of a situation. 


TACTICAL WIT 
1st-level War Mage feature 


Your keen ability to assess tactical situations allows you 
to act quickly in battle. You gain proficiency with the 
history skill and have dedication to it. Additionally, you 
always add your proficiency bonus to Initiative rolls you 
make. 


ARCANE DEFLECTION 
3rd-level War Mage feature 


You have learned to weave your magic to fortify yourself 
against harm. When you are targeted by an attack roll or 
are forced to make a saving throw, you can grant 
yourself a +2 bonus to your Armor Class for that attack 
or that saving throw. You can use this feature a number 
of times equal to your spellcasting ability modifier. You 
regain one expended use when you finish a Short Rest, 
and you regain all expended uses when you finish a 
Long Rest. 


POWER SURGE 
6th-level War Mage feature 


You can store magical energy within yourself to later 
empower your damaging spells. Once per turn when 
you deal damage to a creature or object with an 
Implement or a Wizard spell, you can expend a use of 


your Arcane Deflection to deal extra Force damage to 
that target. The extra damage equals your Wizard level. 
Additionally, whenever you succeed on a saving throw 
against a spell or a creature misses you with a spell 
attack, you can capture some of that energy and 
immediately regain one use of your Arcane Deflection. 


DURABLE MAGIC 
10th-level War Mage feature 


The magic you channel helps ward off harm. While you 
are Concentrating on a spell, you can use your Arcane 
Deflection without expending a use of it. 


WEAPONS 


The following changes have been made to weapons in 
Epic 5e: 


HANDS 


Each weapon requires a certain number of hands to 
wield effectively, as noted in the Weapons Tables above. 
You can still hold the weapon in one hand, but you must 
be wielding it with the number of hands noted in order 
to make an attack with it. 

If the number of hands required happens to be a 
range such as 1-2, you can use any number of hands in 
that range to wield that weapon. For each additional 
hand you use above the minimum, you gain a +1 bonus 
to damage rolls you make with it. 


IMPLEMENTS 


Implements are a special kind of weapon that is 
primarily used by spellcasters. Attack rolls you make 
with implements are spell attacks rather than weapon 
attacks, and you can add your Intelligence, Wisdom, or 
Charisma modifier to the attack and damage rolls (your 


choice). You must have proficiency with an implement 
in order to make a spell attack with it. 


WEAPON SAVE DC 


You use your Weapon Save DC whenever an attack you 
make with a weapon requires a saving throw. The DC is 
calculated as follows: 


Weapon Save DC = 8 + your proficiency bonus + the ability 
modifier you used for the attack 


WEAPON SIZES 


The game statistics of the weapons noted in the weapon 
tables represent weapons intended for a Medium 
creature. For smaller or larger weapons, you can 
consult the Weapon Sizes table to determine how the 
weapon’s size affects its game statistics. 


WEAPON SIZES 


Intended Size Damage Cost Weight 
Gargantuan +5 x8 x8 
Huge +3 x4 x4 
Large +1 x2 x2 
Medium — x] a 
Small - x] x1/2 
Tiny 3 x1/4 x1/4 


You can wield a weapon intended for a creature that 
is one size larger or smaller than yourself, but you have 
disadvantage on attack rolls you make with it. 

While you are wielding a magic weapon, you can use 
a Bonus Action to cause a weapon to resize itself for a 
creature of your size, or to return to its original size. The 
weapon returns to its original size at the end of the 
current turn if it isn’t being worn or carried by you or 
another creature. 


SIMPLE WEAPONS 
Melee Weapon Damage Range Properties Hands Group Cost Weight 
Brass Knuckles 1d4 Bludgeoning = Light, Worn 1 Brawling 5sp 1 Ib. 
Club 1d4 Bludgeoning — Light 1 Club 1 sp 2 |b. 
Dagger 1d4 Slashing 20/60 Finesse, Light, Stabbing, Thrown 1 Blade 2 gp 1 Ib. 
Greatclub 1d10 Bludgeoning — Heavy 2 Club 2sp 10 Ib. 
Handaxe 1d6 Slashing 20/60 Light, Smashing (Wood), Thrown 1 Axe 5 gp 2 |b. 
Javelin 1d6 Piercing 60/240 Aquatic, Thrown 1 Spear 5 sp 2 |b. 
Light Hammer 1d4 Bludgeoning 20/60 Light, Thrown 1 Hammer 2gp 2 |b. 
Mace 1d6 Bludgeoning = Smashing (Metal) 1-2 Club 5 gp 4 lb. 
Quarterstaff 1d6 Bludgeoning = Finesse 2 Club 2 sp 4 |b. 
Sap 1d4 Bludgeoning — Finesse, Light 1 Staff 5 sp 1 Ib. 
Sickle 1d4 Slashing = Finesse, Light 1 Curved 1 gp 2 |b. 
Spear 1d6 Piercing 20/60 Aquatic, Thrown 1 Spear 1 gp 3 Ib. 
Unarmed Strike 1d4 Bludgeoning = Natural — Brawling  — = 


Ranged Weapon Damage 
Crossbow, Light 1d8 Piercing 
Dart 1d4 Piercing 
Shortbow 1d6 Piercing 
Sling 1d4 Bludgeoning 
MARTIAL WEAPONS 
Melee Weapon Damage 
Battleaxe 1d8 Slashing 
Flail 1d6 Bludgeoning 
Gauntlet 1d6 Bludgeoning 
Glaive 1d10 Slashing 
Greataxe 1d12 Slashing 
Greatsword 1d12 Slashing 
Halberd 1d10 Slashing 
Harpoon 1d6 Piercing 
Katana 1d8 Slashing 
Lance 1d12 Piercing 
Longsword 1d8 Slashing 
Maul 1d12 Bludgeoning 


Morningstar 
Pike 

Rapier 

Scimitar 

Scythe 
Shortsword 
Trident 

War Pick 
Warhammer 
Whip 

Ranged Weapon 
Blowgun 

Hand Crossbow 
Heavy Crossbow 
Longbow 
Musket 

Pistol 

Shuriken 


1d8 Bludgeoning 
1d10 Piercing 
1d8 Piercing 

1d6 Slashing 
1d12 Slashing 
1d6 Slashing 
1d8 Piercing 

1d8 Piercing 

1d8 Bludgeoning 
1d6 Slashing 
Damage 

1d10 Poison 

1d6 Piercing 
1d10 Piercing 
1d8 Piercing 
1d12 Piercing 
1d10 Piercing 
1d6 Slashing 


COMMON IMPLEMENTS 


Melee Implement 


Athame 


Ranged Implement 


Amulet 
Scroll 
Staff 
Rod 
Wand 


Damage 

1d4 Necrotic 
Damage 

1d6 Force 
1d4 Force 
1d6 Force 
1d8 Force 
1d4 Force 


Range 

80/320 
30/120 
80/320 
40/160 


60/240 


30/120 


20/60 
Range 
40/160 
30/120 
100/400 
150/600 
60/240 
40/160 
30/120 


Range 
20/60 
Range 
20/60 
20/60 
80/320 
20/60 
40/160 


Properties 


Ammunition, Aquatic, Loading 


Finesse, Light, Thrown 
Ammunition, Finesse 


Ammunition, Finesse 


Properties 

Smashing (Wood), Thrown 
Reach, Stabbing 

Worn 

Heavy, Reach, Stabbing 
Heavy, Smashing (Wood) 
Heavy, Stabbing 

Heavy, Reach, Stabbing 
Aquatic, Thrown 

Finesse 

Heavy, Reach 

Stabbing 

Heavy, Smashing (Stone) 
Smashing (Metal), Stabbing 
Heavy, Reach 

Finesse 

Finesse, Light 

Heavy, Stabbing 

Finesse, Light, Stabbing 
Aquatic, Thrown 
Smashing (Stone) 
Smashing (Stone), Thrown 
Finesse, Reach 

Properties 


Ammunition 


Ammunition, Aquatic, Light, Loading 


Ammunition, Aquatic, Heavy, Loading 


Ammunition, Finesse, Heavy 
Ammunition, Loading, Loud 


Ammunition, Loading, Loud 


Finesse, Light, Stabbing, Thrown 


Properties 

Dual (Dagger), Light, Thrown 
Properties 

Glowing, Worn 

Visual 

Dual (Quarterstaff), Glowing 
Dual (Mace), Glowing 
Glowing, Light 


Hands 


Group 
Crossbow 
Dart 

Bow 

Club 


Group 
Axe 
Tethered 
Brawling 
Blade 
Axe 
Blade 
Axe 
Tethered 
Blade 
Cavalry 
Blade 
Hammer 
Club 
Spear 
Blade 
Cavalry 
Curved 
Blade 
Spear 
Curved 
Hammer 
Tethered 
Group 
Dart 
Crossbow 
Crossbow 
Bow 
Firearm 
Firearm 


Dart 


Group 
Blade 
Group 
Amulet 
Scribed 
Staff 
Club 
Wand 


Cost 
5 gp 
Cost 
10 gp 
10 gp 
5 gp 
10 gp 
10 gp 


Weight 
5 Ib. 
1/4 Ib. 
2 Ib. 


Weight 
1 Ib. 
Weight 
1 Ib. 
1/4 lb. 
4 lb. 
2 Ib. 
1 Ib. 
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ARCANE IMPLEMENTS 


Melee Implement Damage Range Properties Hands Group Cost Weight 
Ceremonial Sword 1d8 Necrotic = Dual (Longsword), Stabbing 1-2 Blade gp 3b. 
Ranged Implement Damage Range Properties Hands Group Cost Weight 
Orb 1d4 Force 40/160 Thrown 1-2 Amulet 20gp 3\b. 
Ring 1d4 Force 20/60 Worn — Amulet 5 gp —_ 
Skull 1d6 Necrotic 30/120 Glowing, Loud, Thrown 1 Splash gp 2b. 
Tome 1d6 Force 80/320 Visual 2 Scribed 50gp 3b. 


WEAPON PROPERTIES 


Here are properties whose definitions have changed or 
been added for this playtest. 


AMMUNITION 


Weapons with this property require you to expend a 
piece of ammunition to make a ranged attack with them. 
The ammunition must be from the same group as the 
weapon, as noted in the Ammunition table, and you 
must have a free hand to load it into the weapon. If the 
weapon requires more than one hand, you can load it 
with one of the hands you are wielding it with. 


AMMUNITION 


Weapon Group Cost Weight 

Arrows (20) Bow 1 gp 1 Ib. 

Bolts (20) Crossbow 1 gp 2 |b. 

Bullets (10) Firearm 3 gp 2 Ib. 

Needles (50) Dart 1 gp 1 Ib. 

Stones (20) Club — 2 |b. 
AQUATIC 


Attacks you make with an Aquatic weapon don’t gain 
disadvantage as a result of either you or your target 
being completely underwater. 


DUAL 


You can use a weapon with the Dual property as that 
weapon, or as a different object, as noted in the 
weapon’s table entry. 

While being used as that object, the weapon uses that 
object’s game statistics and retains none of its own 
except the ability to switch back. Likewise, while being 
used as the original weapon, it uses none of the object’s 
game Statistics. You can switch between uses at will, no 
Action required. 


FINESSE 


When you make an attack with a Finesse weapon, you 
can add your normal ability modifier to your attack and 
damage rolls you make with it, or your Strength or 
Dexterity modifier. 


GLOWING 


While you are wielding a Glowing weapon, you can light 
or extinguish the item as a Standard Action. While lit, 
the weapon sheds bright light out to its normal range, 
dim light out to its long range, and deals Fire damage 
on a hit instead of its normal damage type. If the 
weapon is an implement, this light is considered 
magical, and it deals Radiant damage instead of Fire 
damage. 


HEAVY 


You have disadvantage on attacks you make with a 
Heavy weapon if your Strength score is less than 15. 


LIGHT 


Once per turn, when you make an attack roll with a 
Light weapon as part of the Attack action, you can 
immediately make a second attack with a different Light 
weapon you are wielding as part of the same Action. 


LOADING 


If an Action you take allows you to make one or more 
ranged attacks with a Loading weapon, you can only 
make one attack with it, regardless of how many attacks 
you would normally be able to make. 


Loup 

When you make an attack with a Loud weapon, the 
attack is audible out to a distance of ten times the 
weapon’s normal range. 


NATURAL 

While you are wielding a weapon with the Natural 
property, it is considered a part of your body rather than 
an object. 


REACH 

While wielding a weapon with this property, your reach 
is 5 feet greater than normal for the purposes of making 
an attack with it. 


SMASHING 


You have advantage on attack rolls you make with a 
Smashing weapon against objects that are mostly 
composed of the material noted in its table entry. 


STABBING 


When you hit a target with a Stabbing weapon, you can 
deal Piercing damage with it instead of the weapon’s 
normal damage type. 


UNARMED 


Attacks made with an Unarmed weapon count as 
Unarmed Strikes for any feature or effect that requires 
an Unarmed Strike. 


VISUAL 


You can’t make an attack with a Visual weapon unless 
you can see the weapon without the assistance of 
Blindsight or Tremorsense. 


WoRN 


While you are wielding a weapon with the Worn 
property, the object is considered to be worn rather than 
held, and requires a Standard Action to don or doff. 


GroupP BENEFITS 


Each type of weapon now has a Weapon Group 
associated with it, as shown in the weapon tables below, 
which grants the wielder certain Group Benefits. Those 
Group Benefits are usable only if you have a feature, 
such as Equipment Mastery, that lets you use that 
Group’s Benefits. 

Here are descriptions of each Group’s Benefits. The 
properties are alphabetized by Group. 


AMULET 


When a creature no more than one size larger than you 
attempts to Move into your reach, you can use a weapon 
from this Group to force the creature to make a Wisdom 
saving throw. On a failure, the creature can’t Move into 
your reach until the end of your next turn. 


AXE 


Once per turn, when you hit a target with a melee attack 
using a weapon from this Group, you can make a 
second attack with it against a different target within 5 
feet of the first as part of the same Action. 


BLADE 


When you miss a creature with a weapon from this 
Group, the target takes damage of the same type as the 
weapon equal to your ability modifier. 


Bow 


When you hit a creature with a weapon from this Group, 
you can reduce their Speed by 10 feet until the start of 
your next turn. 


BRAWLING 


Once per turn, when you hit a target with a melee attack 
using a weapon from this Group as part of the Attack 
action, you can make a second attack with it against that 
target as part of the same Action. 


CAVALRY 


While you are mounted, whenever you hit a target with 
a weapon from this group, you can roll one of the 
weapon’s damage dice again and add it to your damage 
roll. 


CLUB 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, you can force 
the target to make a Constitution saving throw. Ona 
failure, the target is Dazed until the start of your next 
turn. 


CROSSBOW 


You have advantage on attacks against creatures 
wearing Light, Medium, or Heavy Armor with weapons 
from this Group. 


CURVED 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, you can force 
the target to make a Dexterity saving throw. On a 
failure, the target is Prone. 


DART 


While you are Hidden, attacking with a weapon from 
this Group doesn’t end the condition on you. 


FIREARM 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, you can force 
the target to make a Dexterity saving throw. On a 
failure, the target drops an object of your choice that it’s 
holding in one hand. 


HAMMER 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, you can push 
the target up to 10 feet away from you. 


SCRIBED 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, you can push 
the target up to 5 feet horizontally in a direction of your 
choice. 


SPEAR 


When you hit a creature no more than one size larger 
than you with a weapon from this Group, the target 
can’t Move towards you until the start of your next turn. 


SPLASH 


Once per turn, when you make an attack roll with a 
weapon from this group, you can cause each creature in 
a 15-foot cube originating from the target to take 
damage equal to your ability modifier of the weapon’s 
damage type, regardless of whether the attack roll hits 
or misses. 
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STAFF 


As a Maneuver, you can use a weapon from this Group 
to surround yourself in a warding flurry until the start of 
your next turn. For the duration, a creature that starts 
its turn in your reach or enters it for the first time on a 
turn takes an amount of damage equal to your ability 
modifier of the weapon’s damage type. 


WAND 


Once per turn, when you hit a creature no more than 
one size larger than you with a weapon from this Group, 
you can force the target to make a Strength saving 
throw. On a failure, the target must drop one object they 
are holding of your choice. The object lands on the 
ground in the target’s space. 


SPELLS 


The following changes have been made to spellcasting 
in Epic 5e. 


MULTIPLE LEVELED SPELLS 


Spells of 1st-level and higher, are also referred to as 
Leveled Spells. Leveled spells are particularly difficult 
to cast. Once you cast a Leveled Spell, you can’t do so 
again until the start of your next turn. 

For example, if you cast the Misty Step spell as a 
Bonus Action, you can cast the Firebolt spell on the 
same turn as a Standard Action, but not Fireball. 
Moreover, if you provoke an Opportunity Attack on your 
turn, you can’t cast Shield as a Reaction on that turn. 


SPELL LISTS 


The following changes have been made to spell lists in 
Epic 5e. 


ARCANE SPELLS 


An Arcane spell draws on the ambient magic of the 
multiverse. Warlocks and Wizards harness this magic, 
as do some Sorcerers. The spells below are a partial list 
of Arcane spells. 


CANTRIPS Shocking Grasp 
Blade Ward True Strike 

Chill Touch 

Dancing Lights TsT LEVEL 
Fire Bolt Alarm (Ritual) 
Friends Armor of Agathys 
Light Arms of Hadar 
Mage Hand Burning Hands 
Mending Charm Person 
Message Chromatic Orb 
Minor Illusion Color Spray 


Poison Spray Comprehend Languages 


Prestidigitation (Ritual) 
Ray of Frost Detect Magic (Ritual) 


Disguise Self 
Expeditious Retreat 
False Life 

Feather Fall 

Find Familiar (Ritual) 
Fog Cloud 

Grease 

Hellish Rebuke 

Hex 

Identify (Ritual) 
Illusory Script (Ritual) 
Jump 

Longstrider 

Mage Armor 

Magic Missile 


Protection from Evil and 


Good 
Ray of Sickness 
Shield 
Silent Image 
Sleep 


Tasha’s Hideous Laughter 


Tenser’s Floating Disk 
(Ritual) 
Thunderwave 


Unseen Servant (Ritual) 


Witch Bolt 


2ND LEVEL 

Alter Self 

Arcane Lock 
Augury (Ritual) 
Blindness/Deafness 
Blur 

Cloud of Daggers 
Continual Flame 
Crown of Madness 
Darkness 
Darkvision 

Detect Thoughts 
Enhance Ability 
Enlarge/Reduce 
Enthrall 

Flame Blade 
Flaming Sphere 


Gentle Repose (Ritual) 


Gust of Wind 

Hold Person 
Invisibility 

Knock 

Levitate 

Locate Object 

Magic Mouth (Ritual) 
Magic Weapon 
Melf’s Acid Arrow 
Mirror Image 


Misty Step 

Nystul’s Magic Aura 
Phantasmal Force 
Ray of Enfeeblement 
Rope Trick 
Scorching Ray 

See Invisibility 
Shatter 

Spider Climb 
Suggestion 

Web 


3RD LEVEL 
Animate Dead 
Bestow Curse 
Blink 
Clairvoyance 
Counterspell 
Daylight 
Dispel Magic 
Fear 
Feign Death (Ritual) 
Fireball 
Fly 
Gaseous Form 
Glyph of Warding 
Haste 
Hunger of Hadar 
Hypnotic Pattern 
Leomund’s Tiny Hut 
(Ritual) 
Lightning Bolt 
Magic Circle 
Major Image 
Nondetection 


Phantom Steed (Ritual) 
Protection from Energy 


Remove Curse 
Sending 

Sleet Storm 
Slow 

Speak with Dead 
Stinking Cloud 
Tongues 
Vampiric Touch 


Water Breathing (Ritual) 


Water Walk (Ritual) 


ATH LEVEL 
Arcane Eye 
Banishment 
Blight 
Confusion 


Conjure Minor Elementals 


Control Water 
Dimension Door 


Divination (Ritual) 

Dominate Beast 

Evard’s Black Tentacles 

Fabricate 

Fire Shield 

Greater Invisibility 

Hallucinatory Terrain 

Ice Storm 

Leomund’s Secret Chest 

Locate Creature 

Mordenkainen’s Faithful 
Hound 

Mordenkainen’s Private 
Sanctum 


Otiluke’s Resilient Sphere 


Phantasmal Killer 
Polymorph 

Stone Shape 
Stoneskin 

Wall of Fire 


5TH LEVEL 


Animate Objects 
Bigby’s Hand 


DIVINE SPELLS 


An Divine spell is granted by the gods, as well as some 


Cloudkill 

Cone of Cold 

Conjure Elemental 

Contact Other Plane 
(Ritual) 

Creation 

Dominate Person 

Dream 

Geas 

Hold Monster 

Insect Plague 

Legend Lore 

Mislead 

Modify Memory 

Passwall 

Planar Binding 

Rary’s Telepathic Bond 
(Ritual) 

Scrying 

Seeming 

Telekinesis 

Teleportation Circle 

Wall of Force 

Wall of Stone 


Celestial, Fiendish, and Aberrant entities. Clerics, 


Paladins harness this magic, as do some Sorcerers. The 


spells below are a partial list of Divine spells. 


CANTRIPS 
Chill Touch 
Guidance 
Light 

Mending 
Produce Flame 
Resistance 
Sacred Flame 
Spare the Dying 
Thaumaturgy 
True Strike 


1st LEVEL SPELLS 

Armor of Agathys 

Arms of Hadar 

Bane 

Bless 

Burning Hands 

Charm Person 

Command 

Compelled Duel 

Comprehend Languages 
(Ritual) 


Create or Destroy Water 
Cure Wounds 

Detect Evil and Good 
Detect Magic (Ritual) 


Detect Poison and Disease 


(Ritual) 

Dissonant Whispers 

Divine Favor 

Feather Fall 

Guiding Bolt 

Healing Word 

Hellish Rebuke 

Heroism 

Identify (Ritual) 

Inflict Wounds 

Protection from Evil and 
Good 

Purify Food and Drink 
(Ritual) 

Sanctuary 

Shield of Faith 

Ray of Sickness 

Witch Bolt 


2ND LEVEL SPELLS 
Aid 

Augury (Ritual) 
Blindness/Deafness 
Calm Emotions 
Continual Flame 
Crown of Madness 
Darkness 

Darkvision 

Detect Thoughts 
Enhance Ability 

Find Traps 

Flame Blade 

Gentle Repose (Ritual) 
Hold Person 

Lesser Restoration 
Levitate 

Locate Object 

Magic Weapon 

Prayer of Healing 
Protection from Poison 
Ray of Enfeeblement 
See Invisibility 
Silence (Ritual) 
Spiritual Weapon 
Warding Bond 

Zone of Truth 


3RD LEVEL SPELLS 
Animate Dead 

Aura of Vitality 
Beacon of Hope 
Bestow Curse 

Call Lightning 
Clairvoyance 

Create Food and Water 
Crusader’s Mantle 
Daylight 

Dispel Magic 
Elemental Weapon 
Fear 

Feign Death (Ritual) 
Fly 

Glyph of Warding 
Hunger of Hadar 
Lightning Bolt 

Magic Circle 

Mass Healing Word 


INSPIRED SPELLS 


Meld into Stone (Ritual) 
Protection from Energy 
Remove Curse 

Revivify 

Sleet Storm 

Speak with Dead 

Spirit Guardians 
Tongues 

Vampiric Touch 

Water Walk (Ritual) 


4TH LEVEL SPELLS 
Aura of Life 

Aura of Purity 
Banishment 

Blight 

Compulsion 
Confusion 

Control Water 

Death Ward 

Divination (Ritual) 
Evard’s Black Tentacles 
Fire Shield 

Freedom of Movement 
Guardian of Faith 
Locate Creature 

Stone Shape 


5TH LEVEL SPELLS 
Antilife Shell 

Circle of Power 
Commune (Ritual) 
Contagion 

Creation 

Destructive Wave 
Dispel Evil and Good 
Dream 

Flame Strike 

Geas 

Greater Restoration 
Hallow 

Insect Plague 
Legend Lore 

Mass Cure Wounds 
Planar Binding 

Raise Dead 
Reincarnate 

Scrying 


An Inspired spell draws on creative potential of the 


caster’s soul. Artificer and Bards harness this magic, as 
do some Sorcerers. The spells below are a partial list of 


Inspired spells. 
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CANTRIPS 
Acid Splash 
Dancing Lights 
Fire Bolt 
Guidance 

Light 

Mage Hand 
Mending 
Message 

Minor Illusion 
Poison Spray 
Prestidigitation 
Ray of Frost 
Resistance 
Shillelagh 
Shocking Grasp 
Spare the Dying 
True Strike 


1st LEVEL SPELLS 

Alarm (Ritual) 

Animal Friendship 

Bane 

Charm Person 

Color Spray 

Command 

Comprehend Languages 
(Ritual) 

Cure Wounds 

Darkness 

Detect Magic (Ritual) 

Disguise Self 

Expeditious Retreat 

Faerie Fire 

False Life 

Feather Fall 

Grease 

Healing Word 

Heroism 

Identify (Ritual) 

Illusory Script (Ritual) 

Jump 

Longstrider 

Purify Food and Drink 
(Ritual) 

Sanctuary 

Silent Image 

Sleep 


Speak with Animals (Ritual) 


Tasha’s Hideous Laughter 
Thunderwave 
Unseen Servant (Ritual) 


2ND LEVEL SPELLS 
Aid 
Alter Self 


Animal Messenger (Ritual) 

Arcane Lock 

Blindness/Deafness 

Blur 

Calm Emotions 

Continual Flame 

Darkvision 

Detect Thoughts 

Enhance Ability 

Enlarge/Reduce 

Enthrall 

Heat Metal 

Hold Person 

Invisibility 

Knock 

Lesser Restoration 

Levitate 

Locate Animals or Plants 
(Ritual) 

Locate Object 

Magic Mouth (Ritual) 

Magic Weapon 

Mirror Image 

Protection from Poison 

Rope Trick 

See Invisibility 

Shatter 

Silence (Ritual) 

Spider Climb 

Suggestion 

Web 

Zone of Truth 


3RD LEVEL SPELLS 

Bestow Curse 

Blink 

Clairvoyance 

Create Food and Water 

Dispel Magic 

Fear 

Fly 

Glyph of Warding 

Haste 

Hypnotic Pattern 

Leomund’s Tiny Hut 
(Ritual) 

Major Image 

Mass Healing Word 

Nondetection 

Nystul’s Magic Aura 

Plant Growth 

Protection from Energy 

Revivify 

Sending 

Slow 

Speak with Dead 


Speak with Plants 
Stinking Cloud 

Water Breathing (Ritual) 
Water Walk (Ritual) 


4TH LEVEL SPELLS 

Arcane Eye 

Compulsion 

Confusion 

Dimension Door 

Fabricate 

Freedom of Movement 

Greater Invisibility 

Hallucinatory Terrain 

Leomund’s Secret Chest 

Locate Creature 

Mordenkainen’s Faithful 
Hound 

Mordenkainen’s Private 
Sanctum 

Phantasmal Killer 

Polymorph 

Otiluke’s Resilient Sphere 

Stone Shape 


PRIMAL SPELLS 


Stoneskin 


5TH LEVEL SPELLS 

Animate Objects 

Bigby’s Hand 

Awaken 

Creation 

Dominate Person 

Dream 

Geas 

Greater Restoration 

Hold Monster 

Legend Lore 

Mass Cure Wounds 

Mislead 

Modify Memory 

Planar Binding 

Raise Dead 

Scrying 

Seeming 

Rary’s Telepathic Bond 
(Ritual) 

Teleportation Circle 

Wall of Stone 


An Primal spell draws on the forces of nature. Druid 
and Rangers harness this magic, as do some Sorcerers. 
The spells below are a partial list of Primal spells. 


CANTRIPS 
Dancing Lights 
Druidcraft 
Friends 
Guidance 
Mending 
Minor Illusion 
Poison Spray 
Produce Flame 
Ray of Frost 
Resistance 
Shillelagh 
Thorn Whip 


1st LEVEL SPELLS 

Alarm (Ritual) 

Animal Friendship 

Charm Person 

Create or Destroy Water 

Cure Wounds 

Detect Magic (Ritual) 

Detect Poison and Disease 
(Ritual) 

Disguise Self 

Entangle 

Faerie Fire 


Find Familiar 

Fog Cloud 

Goodberry 

Healing Word 

Jump 

Longstrider 

Protection from Evil and 
Good 

Purify Food and Drink 
(Ritual) 

Silent Image 

Sleep 

Speak with Animals (Ritual) 

Thunderwave 


2ND LEVEL SPELLS 
Aid 

Animal Messenger (Ritual) 
Augury (Ritual) 
Barkskin 

Beast Sense (Ritual) 
Calm Emotions 
Continual Flame 
Darkvision 

Enhance Ability 
Enlarge/Reduce 


Find Traps 

Flame Blade 

Flaming Sphere 

Gust of Wind 

Hold Person 

Invisibility 

Lesser Restoration 

Locate Animals or Plants 
(Ritual) 

Locate Object 

Mirror Image 

Misty Step 

Moonbeam 

Pass without Trace 

Phantasmal Force 

Protection from Poison 

Silence (Ritual) 

Spike Growth 

Suggestion 

Web 


3RD LEVEL SPELLS 
Aura of Vitality 

Call Lightning 

Conjure Animals 
Daylight 

Dispel Magic 
Elemental Weapon 
Fear 

Feign Death (Ritual) 
Hypnotic Pattern 
Lightning Bolt 

Major Image 

Meld into Stone (Ritual) 
Nondetection 

Plant Growth 
Protection from Energy 
Revivify 

Sleet Storm 

Speak with Plants 
Water Breathing (Ritual) 
Water Walk (Ritual) 
Wind Wall 


4TH LEVEL SPELLS 
Evard’s Black Tentacles 
Blight 

Confusion 


Conjure Minor Elementals 
Conjure Woodland Beings 


Control Water 
Dimension Door 
Divination (Ritual) 
Dominate Beast 

Fire Shield 

Freedom of Movement 
Giant Insect 
Grasping Vine 
Greater Invisibility 
Hallucinatory Terrain 
Ice Storm 

Locate Creature 
Polymorph 

Stone Shape 
Stoneskin 

Wall of Fire 


5TH LEVEL SPELLS 

Awaken 

Commune with Nature 
(Ritual) 

Cone of Cold 

Conjure Elemental 

Contagion 

Dream 

Flame Strike 

Geas 

Greater Restoration 

Insect Plague 

Mass Cure Wounds 

Mislead 

Planar Binding 

Reincarnate 

Scrying 

Seeming 

Tree Stride 

Wall of Stone 


SPECIFIC SPELLS 


The following changes have been made to individual 
spells in Epic 5e. 


ANIMATE DEAD 


3rd-level Necromancy 


Casting Time: Standard Action 

Range: 10 feet 

Components: V, S, M (a pair steel bolts) 
Duration: Concentration, up to 1 hour 


You cause a ravenous swarm of the dead to emerge 


from the earth, which obeys you as a Follower. You can 
maintain other Followers while the swarm is present. It 
uses the Swarm of Animated Dead stat block. When you 


cast the spell, you choose whether the dead are 
Zombies or Skeletons. 


The swarm vanishes if it is reduced to 0 hit points, or 


if it ceases to be your Follower. When it vanishes, it 
leaves behind anything it is wearing or carrying. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, use the higher level 
wherever the spell’s level appears in the stat block. 


SWARM OF ANIMATED DEAD 
Huge Undead (Swarm) 


Armor Class 11 + the spell’s level (natural armor) 

Hit Points 30 + 10 for each level of the spell above 3rd 
Hit Dice — 

Speed 30 ft. (Skeletons only) or 25 ft. (Zombies only) 


STR DEX CON INT WIS CHA 
18 (+4) 8 (-1) 16(+3) 4 (3) 6 (-2) 5 (-3) 


Saving Throws Con +3 plus PB 

Damage Resistances All damage from attack rolls 
Damage Immunities Necrotic, Poison 

Condition Immunities All conditions 

Senses Darkvision 60 ft., passive Perception 8 
Languages Understands Common, but can’t speak 
Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Swarm. The swarm can occupy another creature’s space and 
vice versa, and the swarm can move through any opening 
large enough for a Medium creature. The swarm can’t regain 
hit points or gain Temporary Hit Points. 


Undead Fortitude (Zombies only). |f damage reduces the 
swarm to 0 hit points, it must make a Constitution saving 


throw with a DC of 5 + the damage taken, unless the damage 


is Radiant or from a critical hit. On a success, the swarm 
drops to 1 hit point instead. 


Undead Nature. The swarm doesn’t require air, food, drink, or 


sleep. 


STANDARD ACTIONS 


Multiattack. The swarm makes one melee attack against each 
creature within its reach, or one ranged attack against each 
creature in a 20-foot cube centered on a point within range. 


Rend. Melee Weapon Attack: your spell attack modifier to hit, 
reach 5 ft., one target. Hit: 1d8 (Zombies only) or 1d6 
(Skeletons only) Bludgeoning damage per spell level, or half 
as much if the swarm has half of its hit points or fewer. If the 
target is a creature, it is Grappled. While Grappled, the target 
is also Restrained. 


Dead Shot (Skeletons only). Ranged Weapon Attack: your spell 
attack modifier to hit, range 80/320 ft., one target. Hit: 1d6 
Piercing damage per spell level, or half as much if the swarm 
has half of its hit points or fewer. 
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ANIMATE OBJECTS 


5th-level Transmutation 


Casting Time: Standard Action 
Range: 90 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 


You animate various objects around you into a swarm of 
living items that obeys you as a Follower. You can 
maintain other Followers while the swarm is present. It 
uses the Swarm of Animated Objects stat block. 

The swarm vanishes if it is reduced to 0 hit points, or 
if it ceases to be your Follower. When it vanishes, it 
leaves behind anything it is wearing or carrying. 


SWARM OF ANIMATED OBJECTS 


Gargantuan Construct (Swarm) 


Armor Class 14 + the spell’s level (natural armor) 

Hit Points 60 + 15 for each level of the spell above 5th 
Hit Dice — 

Speed 30 ft., Fly 50 ft. (Hover) 


STR DEX CON INT WIS CHA 
BC) o20ee5)) edesy) “40C3), sAgeon 5. 63) 


Skills Stealth +5 plus PB x 2 

Damage Resistances All damage from attack rolls 
Damage Immunities Poison, Psychic 

Condition Immunities All conditions 

Senses Blindsight 60 ft., passive Perception 10 
Languages Understands Common, but can’t speak 
Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Constructed Nature. The swarm doesn’t require air, food, 
drink, or sleep. 


False Appearance. \f the swarm is motionless at the start of 
combat, it has advantage on its Initiative roll. Moreover, if a 
creature hasn’t observed the swarm move or act, that 
creature must succeed on a DC 18 Intelligence (Investigation) 
check to discern that the swarm is animate. 


Obstructive Objects. The swarm’s space is Heavily Obscured, 
and a creature within the swarm’s space must expend 4 feet 
of movement for every 1 foot it Moves. 


Swarm. The swarm can occupy another creature’s space and 
vice versa, and the swarm can move through any opening 
large enough for a Tiny creature. The swarm can’t regain hit 
points or gain Temporary Hit Points. 


STANDARD ACTIONS 


Multiattack. The swarm makes one melee attack against each 
creature within its reach. 


Slams. Melee Weapon Attack: your spell attack modifier to hit, 
reach 5 ft., one target. Hit: 1d10 Bludgeoning, Slashing, or 
Piercing damage per spell level, or half as much if the swarm 
has half of its hit points or fewer. 


BESTOW CURSE 


3rd-level Necromancy 


Casting Time: Standard Action 
Range: 60 feet 

Components: V, S 

Duration: Until dispelled 


You point to a creature you can see within range and 
attempt to bestow upon them a terrible curse. The 
target must make a Wisdom saving throw. On a failure, 
the Cursed condition. When you cast this spell, choose 
the nature of the curse from the following options: 


Ability Score. Choose one ability score. The target has 
disadvantage on ability checks and saving throws 
made with that ability score. 

Attack Rolls. The target has disadvantage on attack 
rolls against you. 

Brain Fog. The target must make a Wisdom saving 
throw at the start of each of its turns. On a failure, the 
target Dazed until the start of its next turn. 

Nausea. The target must make a Constitution saving 
throw at the start of each of its turns. On a failure, the 
target is Poisoned until the start of its next turn. 

Vulnerability. Your attacks and spells deal an extra 1d8 
Necrotic damage to the target. 


Once you cast this spell on a creature, the target 
becomes immune to all further castings of this spell by 
you. 


CLOUD OF DAGGERS 


2nd-level Conjuration 


Casting Time: Standard Action 

Range: 60 feet 

Components: V, S, M (a sliver of glass) 
Duration: Concentration, up to 1 minute 


You fill the air in a 15-foot cube with spinning shards of 
glass, centered on a point you choose within range. A 
that starts its turn in the area or enters it for the first 
time on a turn takes 4d4 Slashing damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
2d4 for each slot level above 2nd. 


CONJURE ELEMENTAL 
5th-level Conjuration 


Casting Time: Standard Action 
Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 hour 


You summon an elemental spirit that obeys you as a 
Follower. You can maintain other Followers while the 
elemental is present. It uses the Elemental Spirit stat 
block. When you cast the spell, you choose whether the 
elemental is an Air, Earth, Fire, or Water elemental. 

The elemental vanishes if it is reduced to 0 hit points, 
or if it ceases to be your Follower. When it vanishes, it 
leaves behind anything it is wearing or carrying. 


ELEMENTAL SPIRIT 


Huge Elemental 


Armor Class 12 + the spell’s level (natural armor) 

Hit Points 100 

Hit Dice — 

Speed 40 ft., Burrow 40 ft. (Earth only), Fly 40 ft. (Air only 
hover), Swim 40 ft. (Water only) 


STR DEX CON INT WIS CHA 
20 (+5) 16 (+3) 20(+5) 6 (-2) 12(+1) 6 (-2) 


Damage Immunities Poison; Acid (Water only), Fire (Fire 
only), Thunder (Air only), Lightning (Earth only) 

Condition Immunities Exhausted, Paralyzed, Petrified, 
Poisoned, Polymorphed, Prone, Unconscious 

Senses Blindsight 60 ft., passive Perception 11 

Languages Common, Primordial 

Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Elemental Body. The elemental can enter a hostile creature’s 
space and stop there. It can move through a space as narrow 
as 1 inch wide without squeezing. 

A creature that starts its turn within the Elemental’s space 
or enters it for the first time on a turn must make a Strength 
saving throw. On a failure, the target takes 5d10 Fire (Fire 
only) or Bludgeoning (Air, Earth, and Fire only) damage, and 
is Grappled by the elemental. A Grappled creature is also 
Restrained. A creature that succeeds takes half as much 
damage and is not Grappled. 


Elemental Nature. The elemental doesn’t require air, food, 
drink, or sleep. 


STANDARD ACTIONS 


Multiattack. The elemental makes a number of attacks equal 
to half this spell’s level (rounded up). 


Slam. Melee Weapon Attack: your spell attack modifier to hit, 
reach 10 ft., one target. Hit: 1d10 Fire (Fire only) or 
Bludgeoning (Air, Earth, and Water only) damage per spell 
level, and the target is pulled into a space that is occupied 
only by the elemental. 


CONJURE MINOR ELEMENTALS 
4th-level Conjuration 

Casting Time: Standard Action 

Range: 120 feet 


Components: V,S 
Duration: Concentration, up to 1 hour 


You summon a swarm of elementals that obeys you as a 


Follower. You can maintain other Followers while the 
swarm is present. It uses the Swarm of Minor 
Elementals stat block. 

The swarm vanishes if it is reduced to 0 hit points, or 
if it ceases to be your Follower. When it vanishes, it 
leaves behind anything it is wearing or carrying. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, use the higher level 
wherever the spell’s level appears in the stat block. 


SWARM OF MINOR ELEMENTALS 


Huge Elemental (Swarm) 


Armor Class 13 + the spell’s level (natural armor) 

Hit Points 40 + 10 for each level of the spell above 4th 
Hit Dice — 

Speed 30 ft., Burrow 30 ft., Fly 50 ft. (Hover), Swim 30 ft. 


STR DEX CON INT WIS CHA 
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Damage Resistances Acid, Cold, Fire, Lightning, Thunder, All 
damage from attack rolls 

Damage Immunities Poison 

Condition Immunities All conditions 

Senses Darkvision 60 ft., passive Perception 11 

Languages Common, Primordial 

Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Death Bursts. When a creature within the swarm’s reach deals 
damage to the swarm, it must succeed on a Dexterity saving 
throw or take 2d6 damage of a type the swarm has resistance 
to (your choice), and be Blinded until the start of the swarm’s 
next turn. 


Elemental Nature. The swarm doesn’t require air, food, drink, 
or sleep. 


Swarm. The swarm can occupy another creature’s space and 
vice versa, and the swarm can move through any opening 
large enough for a Tiny creature. The swarm can’t regain hit 
points or gain Temporary Hit Points. 


STANDARD ACTIONS 


Multiattack. The swarm makes one melee attack against each 
creature within its reach. 


Elemental Chaos. Melee Weapon Attack: your spell attack 
modifier to hit, reach 5 ft., one target. Hit: 1d10 damage per 
spell level of a type the swarm has resistance to (your choice), 
or half as much if the swarm has half of its hit points or fewer. 
If the target is a creature, it is also Blinded until the start of 
the swarm’s next turn. 


COUNTERSPELL 
3rd-level Abjuration 


Casting Time: Reaction, which you take when you see a 
creature within 60 feet of you casting a spell other 
than Counterspell 

Range: 60 feet 

Components: S 

Duration: Instantaneous 


You attempt to interrupt a creature in the process of 
casting a spell. The target must make a saving throw 
using their spellcasting ability. On a failure, the 
creature’s spell fails and has no effect. 
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DETECT MaGIc 
1st-level Divination (Ritual) 


Casting Time: Standard Action 
Range: Self 

Components: V, S 

Duration: 1 Hour 


For the duration, you sense the presence of magic 
within 30 feet of you. If you sense magic in this way, you 
can use your action to see a faint aura around any 
visible creature or object in the area that bears magic, 
and you can learn its school of magic, if any. 

The spell can penetrate most barriers, but it is 
blocked by 1 foot of stone, 1 inch of common metal, a 
thin sheet of lead, or 3 feet of wood or dirt. 


FIND FAMILIAR 
1st-level Conjuration (Ritual) 


Casting Time: Short Activity 

Range: 10 feet 

Components: V, S, M (10 GP worth of charcoal, 
incense, and herbs that must be consumed by fire in a 
brass brazier) 

Duration: Instantaneous 


As a Short Activity, you perform a ritual to bond toa 
familiar, which serves you as a Follower. The familiar 
can be a spirit you summon, which uses the Familiar 
Spirit stat block, a willing Tiny creature, which uses its 
own game statistics, or a previous familiar that has died, 
which returns to life with all its hit points. 


FAMILIAR SPIRIT 
Tiny Spirit (Familiar) 


Armor Class 11 + the spell’s level (natural armor) 
Hit Points 5 + 5 for each level of the spell above 1st 
Hit Dice A number of d4s equal to your level 

Speed 30 ft., Climb, Fly, or Swim 30 ft. (your choice) 


STR _— DEX CON INT Wis CHA 
4 (3) 14(+2) 10(40) 10(40) 14(+2) 8 (1) 


Skills Perception +2 plus PB, Stealth +3 plus PB 

Senses Darkvision 120 ft., passive Perception 12 + PB 

Languages Common, Telepathy 120 ft. (only between you and 
the familiar) 

Proficiency Bonus (PB) Equals your proficiency bonus. 


TRAITS 


Evasion. |f the familiar is subjected to an effect that allows it 
to make a Dexterity saving throw to take only half damage, it 
instead takes no damage if it succeeds on the saving throw 
and only half damage if it fails, provided it isn’t Incapacitated. 


STANDARD ACTIONS 


Otherworldly Strike. Melee Weapon Attack. your spell attack 
modifier to hit, reach 5 ft., one target. Hit: 1d4 + the spell’s 
level Bludgeoning, Slashing, or Piercing damage (your 
choice). 


While the familiar is your Follower, it gains the 
following benefits: 


Channel Magic. When you cast a spell with a range of 
Touch, you can choose a target from within the 
familiar’s reach, instead of your own. 

Extradimensional Escape. As a Standard Action, you 
can cause the familiar to vanish into an pocket 
dimension, leaving behind everything it is wearing or 
carrying. It reappears in your space if it ceases to be 
your Follower, or if you use a Standard Action to 
summon it from that pocket dimension. 

Share Senses. As a Bonus Action, you can see and hear 
what your familiar does until the start of your next 
turn. For the duration, you can’t use your own sight or 
hearing. The familiar must be within 120 feet of you. 

Telepathy. You and the familiar gain Telepathy out toa 
range of 12 feet, but can only use it to communicate 
with each other. 


At Higher Levels. When you cast this spell using a spell 
slot of 2nd level or higher, use the higher level wherever 
the spell’s level appears in the stat block. 


FIND TRAPS 


2nd-level Divination 


Casting Time: Standard Action 

Range: Self (120-foot radius) 
Components: V, S 

Duration: Concentration, up to 10 minutes 


You extend your senses to detect the presence of traps. 
For the duration, you know the location of every trap 
within 120 feet of you that is not behind Total Cover. A 
trap for the purpose of the spell is anything likely to 
unexpectedly endanger or harm you. You learn the 
nature of the trap, and can see it if it wasn’t already 
visible to you. 

Additionally, you have advantage on Initiative rolls 
and Dexterity saving throws for the duration. 


HYPNOTIC PATTERN 
3rd-level Illusion 


Casting Time: Standard Action 

Range: 120 feet 

Components: V, S, M (a pinch of powder made by 
crushing a clear gemstone) 

Duration: Concentration, up to 1 minute 


You create a twisting pattern of colors that weaves 
through the air inside a 30-foot cube within range. The 
pattern appears for a moment and vanishes. Each 
creature in the area who sees the pattern must make a 
Wisdom saving throw. On a failed save, the creature 
becomes Charmed for the duration. While Charmed by 
this spell, the creature is Incapacitated and its Speed is 
reduced to 0. 

The spell ends for an affected creature if it takes any 
damage or if someone else uses a Standard Action to 
shake the creature out of its stupor. The creature can 


also repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


LEOMUND’s TINY Hut 
3rd-level Abjuration 


Casting Time: Short Activity 

Range: Self (10-foot-radius hemisphere) 
Components: V, S, M (a small crystal bead) 
Duration: 8 hours 


A 10-foot-radius immobile dome of force springs into 
existence around and above you and remains stationary 
for the duration. It has an Armor Class of 15, 60 hit 
points, and immunity to Poison and Psychic damage. 
The spell ends if it is reduced to 0 hit points, or if you 
leave the dome. 

Up to nine Medium or smaller creatures can fit inside 
the dome with you. The spell fails if its area includes a 
larger creature or more than nine creatures. Creatures 
and objects within the dome when you cast this spell 
can move through it freely. The dome is otherwise solid, 
and grants creatures Total Cover against effects 
originating from the other side of it. 

Until the spell ends, you can command the interior to 
fill the dome with Bright Light, Dim Light or Complete 
Darkness. The dome is opaque from the outside, of any 
color you choose, but it is transparent from the inside. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, it gains a +1 bonus to its 
Armor Class and 20 additional hit points for each slot 
level above 3rd. 


MAGIC CIRCLE 
3rd-level Abjuration 


Casting Time: Short Activity 

Range: 10 feet 

Components: V, S, M (holy water or powdered silver 
and iron worth at least 100 gp, which the spell 
consumes) 

Duration: 24 hours 


You create a 10-foot-radius, 20-foot-tall cylinder of 
magical energy centered on a point on the ground that 
you can see within range. Glowing runes appear 
wherever the cylinder intersects with the floor or other 
surface. 

Choose one or more of the following types of 
creatures: Aberrations, Celestials, Elementals, Fey, 
Fiends, or Undead. The circle affects a creature of the 
chosen type in the following ways: 


Trapped. The creature can’t willingly leave the cylinder 
by any means. 

Harmless. The creature can’t target creatures or 
objects outside the cylinder with harmful effects. 


When you cast this spell, you can elect to cause its 
magic to operate in the reverse direction, preventing a 
creature of the specified type from entering the cylinder 
and protecting targets outside it. 


The spell ends early if a creature enters or leaves the 
cylinder through nonmagical means, or if a creature 
outside the cylinder uses a Standard Action to erase the 
runes. 


MaAGIc WEAPON 


2nd-level Transmutation 


Casting Time: Short Activity 

Range: Touch 

Components: V, S, M (ruby dust worth 200 gp, which is 
consumed by the spell) 

Duration: Instantaneous 


You imbue a simple or martial weapon or up to 20 
pieces of ammunition with arcane energy. A nonmagical 
weapon you cast this spell on becomes a +1 Weapon of 
the same kind, and a nonmagical piece of ammunition 
becomes a piece of +1 Ammumition of the same kind. 


PHANTOM STEED 
3rd-level Necromancy 


Casting Time: Short Activity 
Range: 30 feet 
Components: V, S 
Duration: 1 Hour 


You summon a ghostly steed that obeys you as a 
Follower. You can maintain other Followers while the 
steed is present. It uses the Phantom Steed stat block. 
You determine the steed’s appearance. 

The steed vanishes if it is reduced to 0 hit points, if it 
ceases to be your Follower, or if you cast this spell 
again. When it vanishes, it leaves behind anything it is 
wearing or carrying. 


PHANTOM STEED 
Large Undead 


Armor Class 11 + the spell’s level (natural armor) 
Hit Points 1 
Hit Dice — 
Speed 60 ft. 


STR DEX CON INT wis CHA 
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Saving Throws Dex +2 plus PB 

Damage Immunities Poison 

Condition Immunities Diseased, Exhausted, Grappled, 
Poisoned, Polymorphed, Restrained, Unconscious 

Senses passive Perception 11 

Languages Understands Common, but can’t speak 

Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Evasion. lf the steed is subjected to an effect that allows it to 
make a Dexterity saving throw to take only half damage, it 
instead takes no damage if it succeeds on the saving throw 
and only half damage if it fails, provided it isn’t Incapacitated. 
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Undead Nature. The steed doesn’t require air, food, drink, or 
sleep. 


STANDARD ACTIONS 


Ghostly Step. The steed Teleports to an unoccupied space it 
can see within 15 feet. 


Hooves. Melee Weapon Attack: your spell attack modifier to hit, 
reach 5 ft., one target. Hit: 1d4 Necrotic damage per spell 
level, and the target is knocked Prone. 


RAY OF ENFEEBLEMENT 


2nd-level Necromancy 


Casting Time: Standard Action 

Range: 60 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


A black beam of enervating energy springs from your 
finger toward a creature within range. Make a ranged 
spell attack against the target. On a hit, the target has 
disadvantage on Strength-based attack rolls, ability 
checks, and saving throws for the duration, and its 
Strength-based attacks deal half as much damage on a 
hit. 

At the end of each of the target’s turns, it can make a 
Strength saving throw against the spell. On a success, 
the spell ends. 


SHIELD 
1st-level Abjuration 


Casting Time: Reaction, which you take when you are 
targeted with an attack roll or Magic Missile 

Range: Self 

Components: V 

Duration: 1 Round 


An invisible barrier of magical force appears and 
protects you. Until the start of your next turn, you have 
Half Cover, and you take no damage from Magic 
Missile. 


TRUE STRIKE 


Divination Cantrip 


Casting Time: Standard Action 

Range: Self 

Components: S, M (a weapon with which you have 
proficiency) 

Duration: Instantaneous 


Guided by a flash of magical insight, you make one 
attack with the weapon used in the spell’s casting. The 
attack uses your spellcasting ability for the attack and 
damage rolls instead of using Strength or Dexterity. If 
the attack deals damage, it can be Radiant damage or 
the weapon’s normal damage type (your choice). 

Cantrip Upgrade. This spell deals an additional 1d6 
Radiant damage when you reach 5th level. 


UNSEEN SERVANT 
1st-level Conjuration (Ritual) 


Casting Time: Standard Action 

Range: 60 feet 

Components: V, S, M (lemon juice and a doll) 
Duration: Concentration, up to 1 hour 


You summon an invisible servant who obeys you as a 
Follower. It uses the Unseen Servant stat block. You 
can maintain other Followers while the servant is 
present, and the servant won’t leave you, even if 
mistreated. 

The servant vanishes if it is reduced to 0 hit points, if 
you are ever more than 60 feet away from it, or if it 
ceases to be your Follower. When it vanishes, it leaves 
behind anything it is wearing or carrying. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can create two 
additional servants for each slot level above 1st. 


UNSEEN SERVANT 


Medium Construct 


Armor Class 10 
Hit Points 1 
Hit Dice — 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
2 (5) 10(+0) 10(+0) 6 (-2) 10(+0) 4 (-3) 


Damage Immunities Poison, Psychic 

Condition Immunities Charmed, Cursed, Diseased, Exhausted, 
Frightened, Paralyzed, Petrified, Poisoned, Polymorphed 

Senses passive Perception 10 

Languages Telepathy 60 ft. (Only between you and the 
servant) 

Proficiency Bonus (PB) Equals your bonus 


TRAITS 


Constructed Nature. The servant doesn’t require air, food, 
drink, or sleep. 


Unseen. The servant is always considered Invisible 


Worker. The only Action the servant can take is the Use an 
Object action. 


WALL OF FORCE 
5th-level Conjuration 


Casting Time: Standard Action 

Range: 120 feet 

Components: V, S, M (a pinch of powder made by 
crushing a clear gemstone) 

Duration: Concentration, up to 10 minutes 


An Invisible wall of force springs into existence at a 
point you choose within range. The wall appears in any 
orientation you choose, as a horizontal or vertical 
barrier or at an angle. It can be free floating or resting 


on a solid surface. You can form it into a hemispherical 
dome or a sphere with a radius of up to 10 feet, or you 
can shape a flat surface made up of ten 10-foot-by-10- 
foot panels. Each panel must be contiguous with 
another panel. In any form, the wall is % inch thick. 

If the wall cuts through a creature’s space when it 
appears, the creature is pushed to one side of the wall 
(your choice). If a creature would be surrounded on all 
sides by the wall (or the wall and another solid surface), 
that creature can make a Dexterity saving throw. On a 
success, it can use its Reaction to Move up to its Speed 
so that it is no longer enclosed by the wall. 

Nothing can physically pass through the wall, and it is 
immune to all damage. A Disintegrate spell destroys the 
wall instantly, however. The wall also extends into the 
Ethereal Plane, blocking ethereal travel through the 
wall. 


WITCH BOLT 


1st-level Evocation 


Casting Time: Standard Action 

Range: 60 feet 

Components: V, S, M (a twig from a tree that has been 
struck by lightning) 

Duration: Concentration, up to 1 minute 


A beam of crackling, blue energy lances out toward a 
creature within range, forming a sustained arc of 
lightning between you and the target. Make a ranged 
spell attack against that creature. On a hit, the target 
takes 3d8 Lightning damage, and on each of your turns 
for the duration, you can use your Standard Action to 
deal 3d8 Lightning damage to the target automatically. 
The spell ends early if the target is ever outside the 
spell’s range or if it has Total Cover from you. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, both the initial and the 
secondary damage increase by 1d8 for each slot level 
above Ist. 


FEATS 


The following feats have been added or modified for use 
in Epic 5e. 


Note: METAMAGIC & SORCERERS 
Several feats with the Metamagic tag appear in this section. 
Though it was the purview of Sorcerers in the 2014 edition 
of the Player’s Handbook, metamagic has historically been 
available to all spellcasters, not just members of the 
Sorcerer class. 

Future playtests will reexamine the role of the Sorcerer in 
Epic 5e, and address this change with new features that 
better suit the class’s unique identity. 


CAREFUL SPELL 


1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that forces other creatures to 
make a saving throw, you can protect some of those 
creatures from the spell’s full force. Choose a number of 
those creatures up to your spellcasting ability modifier 
(minimum of one creature). A chosen creature 
automatically succeeds on its saving throw against the 
spell, and it takes no damage if it would normally take 
half damage on a successful save. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


DISTANT SPELL 
1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that has a range of Touch or at 
least 5 feet, you increase the spell’s range. If the spell 
has a range of Touch, its range is 30 feet for that 
casting, otherwise its range is doubled for that casting. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


EMPOWERED SPELL 
1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that deals damage, you can imbue 
it with power. Whenever you make a damage roll for 
that spell, you can roll twice and use the higher total. 
Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


EXTENDED SPELL 


1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that has a duration of 1 minute or 
longer, you can double its duration, to a maximum 
duration of 24 hours. 

If the affected spell requires Concentration, you have 
advantage on any saving throw you make to maintain 
that Concentration. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 
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HEIGHTENED SPELL 
4th-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that forces a creature to make a 
saving throw to resist its effects, you can give one target 
of the spell disadvantage on its saving throws against 
the spell. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


QUICKENED SPELL 


4th-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that has Standard Action casting 
time, you can cast that spell as a Bonus Action instead. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


SEEKING SPELL 


1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that requires an attack roll, you 
can grant yourself advantage on all spell attack rolls you 
make for it as part of that casting. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


SUBTLE SPELL 
1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell, do so without any Verbal, 
Somatic, or Material components, except Material 
components that are consumed by the spell or that have 
a cost specified in the spell. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


TRANSMUTED SPELL 


1st-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that deals a type of damage from 
the following list, you can spend 1 Sorcery Point to 
change that damage type to one of the other listed types: 
Acid, Cold, Fire, Lightning, Poison, Thunder. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


TWINNED SPELL 
4th-level Feat (Metamagic) 


Prerequisites: Spellcasting or Pact Magic 
Repeatable: No 


When you cast a spell that targets only one creature and 
doesn’t have a range of Self, you can target a second 
creature in range with the same spell. 

To be eligible, a spell must be incapable of targeting 
more than one creature at the spell’s current level. For 
example, Magic Missile and Scorching Ray aren't 
eligible, but Ray of Frost and Chromatic Orb are. 

Once you use this feature, you can’t do so again until 
you finish a Short or Long Rest. You can’t use this 
feature on a spell that is already benefiting from another 
one of your Metamagic feats. 


RULES GLOSSARY 


Here are some rules that have been revised in Epic 5e: 


ACTIONS 


When you attempt to perform some task, you do so 
using an Action. Actions come in several different 
varieties: 


Standard Actions. Standard Actions are the most 
common type of Action. You can take one Standard 
Action on each of your turns. 

Bonus Actions. Bonus Actions are especially swift. You 
can take one Bonus Action on each of your turns, or 
you can take a second Bonus Action in place of your 
Standard Action. 

Reactions. Reactions are usually taken in response to 
danger. You can a Reaction only on another 
creature’s turn. Once you use your Reaction, you can’t 
do so again until the end of your next turn. 


Here are some examples of Actions you can take: 


ATTACK 


As a Standard Action, you can make one attack with a 
weapon. As part of any attack you make as part of the 
Attack Action, you can do one of the following: 


Equip. Immediately before you make an attack with a 
Weapon, you can unsheath the Weapon, pick it up 
from the environment, or retrieve it from a container. 

Maneuver. You can forgo making the attack and instead 
use a Maneuver of your choice. 


Unequip. Immediately after you make an attack with a 
Weapon, you can sheathe the Weapon, put it down, 
drop it, or stow it in a container. 


BREAK FALL 


As a Reaction when you fall at least 10 feet, you can 
attempt to break your fall by making a Dexterity 
(Acrobatics) check. You subtract the check’s total from 
the number of feet you fell when calculating the damage 
you take from falling. If you reduce the damage to 0, you 
don’t gain the Prone Condition upon landing. 


DASH 


As a Standard Action, you can take a second Move on 
the same turn. 


DISARM TRAP 


As a Standard Action, you can attempt to disable a trap. 
Make a Dexterity (Dungeoneering) check with Thieves’ 
Tools against the trap’s DC. On a success, you disable 
the trap. 


DOUBT 


As a Bonus Action, you can attempt to disbelieve a lie, 
disguise, or illusion. Make a Wisdom (Insight) check 
contested by the creature’s Charisma (Deception) 
check, or against the effect’s DC if it has a DC. Ona 
success, you disbelieve the lie, disguise, or illusion, and 
if the target is a Disguised creature, they cease to be 
Disguised from you. 


ESCAPE 


As a Standard Action, you can attempt to free yourself 
or acreature within your reach from a creature or effect 
causing you or the target to be Grappled or Restrained. 
Make a Strength (Athletics) check or a Dexterity 
(Sleight of Hand) check contested by the target’s 
Strength (Athletics) check, or the effect’s DC if it has a 
DC. On a success, you end the Grappled or Restrained 
Condition on yourself. 


First AID 


As a Standard Action, you can attempt to stabilize a 
Dying creature within your reach. Make a DC 10 
Intelligence (Medicine) check with Healer’s Kit. Ona 
success, you end the Dying Condition on the target, 
though the target remains Unconscious until they 
regain at least 1 Hit Point. 


HELP 


As a Standard Action, you can assist a creature who can 
see and hear you with a d20 roll. Choose one of the 
following options: 


Attack Roll. Choose a second creature within your 
reach. The first creature has Advantage on the next 
attack roll they make against the second creature 
before the start of your next turn. 

Ability Check. Choose one Skill or Tool that you have 
Proficiency with. The creature has Advantage on the 
next ability check they make using that Skill or Tool 


before the start of your next turn. 

Saving Throw. Choose one ability score. The target has 
Advantage on the next saving throw they make using 
that ability score before the start of your next turn. 


HIDE 


As a Standard Action, you can attempt to hide from 
each creature that can’t see you. Make a Dexterity 
(Stealth) check against the Passive Wisdom 
(Perception) Score of each creature who can hear you. 
On a success, you become Hidden from the target. 


OPpporRTUNITY ATTACK 


As a Reaction when a creature within your reach 
attempts to Move out of your reach, cast a spell, or 
make an attack with a ranged weapon, you can either 
make a melee attack against them, or use a Maneuver. 
If you make a Melee Attack and this Action was 
triggered by a creature casting a spell, the target must 
make a Constitution saving throw against a DC of 10 or 


half the damage dealt by the attack, whichever is higher. 


On a failure, the target casts the spell, but it produces 
no effect. 


Pick Lock 


As a Standard Action, you can attempt to pick a lock. 
Make a Dexterity (Sleight of Hand) check with Thieves’ 
Tools against the lock’s DC. On a success, you pick the 
lock. 


REQUEST 


As a Bonus Action, you can attempt to convince one or 
more creatures who can hear and understand you to do 
something for you. Make a Strength (Intimidation) or 
Charisma (Persuasion) check contested by the target’s 
Wisdom (Insight) check. On a success, you convince the 
target to do one thing that is reasonable given the 
situation, as determined by the DM. For example, you 
could convince a mob to disperse, a friend to run an 
errand for you, or suspect to divulge secrets to you. 


SEARCH 


As a Bonus Action, you can attempt to search for 
Hidden creatures or objects in a 30-foot cube, 
originating from you. Choose one of the following 
options: 


Creatures. Make a Wisdom (Perception) check against 
the Passive Dexterity (Stealth) Score of each Hidden 
creature in the area. On a success, the target ceases 
to be Hidden from you. 

Objects. Make a Wisdom (Investigation) Check against 
the DC of one Hidden object in the area. Ona 
success, the target ceases to be Hidden from you. 


SNEAK 


While you are Hidden, you can use a Standard Action to 
attempt to move from hiding without revealing your 
position. Make a Dexterity (Stealth) check against the 
Passive Wisdom (Perception) Score of each creature 


23 


24 


that can see you. On a success, being visible doesn’t 
prevent you from being Hidden from the target. 


SPELLCAST 


As a Standard Action, Bonus Action, or Reaction, you 
can cast a Spell whose casting time is the same as the 
Action used. You can only cast one Spell of 1st-Level or 
higher each turn using this this Action. When you take 
this Action, you can also do one of the following: 


Equip. Immediately before you cast a Spell with a 
Spellcasting Focus or Material Component, you can 
draw the Focus or Material Component, pick it up 
from the environment, or retrieve it from a container. 

Unequip. Immediately after you cast a Spell with a 
Spellcasting Focus or Material Component, you can 
pocket the Focus or Material Component, put it down, 
drop it, or stow it in a container. 


STUDY 


As a Bonus Action, you can study a creature you can see 
within 60 feet of you in an attempt to deduce some facet 
of its nature. Make an ability check against a DC of 10 + 
the creature’s Challenge Rating, using a skill and ability 
modifier determined by the creature’s type, as noted in 
the Study table. On a success, you deduce the answer to 
one question of your choice about the creature’s lore or 
game Statistics. If the target is Disguised, the DC and 
knowledge you gain are determined by the creature the 
target is Disguised as. 


STUDY 
Skill Ability Creature Types 
Arcana Intelligence Dragons, Undead 


Dungeoneering Intelligence © Aberrations, Oozes 


Engineering Intelligence | Constructs, Monstrosities 

History Intelligence | Giants, Humanoids 

Nature Wisdom Fey, Elementals 

Religion Wisdom Celestial, Fiends 

Survival Wisdom Beasts, Plants 
‘TAUNT 


As a Bonus Action, you can attempt to goad a creature 
who can see or hear you into attacking you. Make a 
Charisma (Performance) check contested by the target’s 
Wisdom (Insight) check. On a success, the target is 
Taunted until the start of your next turn. 


UstE TAcTIC 


As a Standard Action, Bonus Action, or Reaction, you 
can use a Tactic that requires the same Action. When 
you take this Action, you can also do one of the 
following: 


Equip. Immediately before you make an attack with a 
Weapon, you can unsheath the Weapon, pick it up 
from the environment, or retrieve it from a container. 

Unequip. Immediately after you make an attack with a 


Weapon, you can sheathe the Weapon, put it down, 
drop it, or stow it in a container. 


ACTIVITIES 


Activities are special Actions that you can take over 
longer periods of time. You can only take one Activity at 
a time unless a rule says otherwise, and you can’t take 
an Activity while you are in Combat. 

If you make an Initiative Roll or take an Action while 
you are performing an Activity, the Activity ends and has 
no effect. 

Activities come in several different varieties: 


Downtime Activities: A Downtime Activity takes 1 week 
to perform. You can also take a Downtime Activity as 
part of an Extended Rest. 

Long Activities: A Long Activity takes 8 hours to 
perform. You can also take a Long Activity as part of a 
Long Rest, or five Long Activities as part of an 
Extended Rest. 

Short Activities: A Short Activity takes 1 hour to 
perform. You can also take a Short Activity as part of 
a Short Rest, or two Short Activities as part of a Long 
Rest. 


Here are some examples of Activities you can take: 


CRAFT 


As a Long Activity, you can attempt to craft one or more 
nonmagical items, which can include adventuring 
equipment and works of art. Crafting an item requires 
you to supply raw materials worth half the item’s cost in 
GP, and to make an Intelligence (Engineering) check 
with a set of Artisan’s Tools appropriate to the objects 
you are trying to create, as noted in the Crafting table. 

You make an amount of progress equal to the check’s 
total times your Level. You can craft any number of 
items provided their combined cost in GP is no greater 
than your progress. If you make an insufficient amount 
of progress to craft an item you want, you can hold onto 
the unfinished item and pick up where you left off later 
by performing this Activity again. 


CRAFTING 


Tools Items 
Alchemist’s Supplies Chemicals, potions 
Brewer’s Supplies Liquor, potions 
Carpenter’s Tools Structures, vehicles 
Cartographer’s Tools 
Cobbler’s Tools 


Cook’s Utensils 


Maps, star charts 
Boots, sandals 
Food, drink 
Disguise Kit Outfits, cosmetics 
Forgery Kit Forgeries, paperwork 
Glassblower’s Tools Lenses, bottles 
Herbalism Kit Plants, medications 
Jeweler’s Tools Gemstones, jewelry 


Leatherworker’s Tools Leather, bone Tools 


Tools Items 
Mason’s Tools Structures, sculptures 
Painter’s Supplies Paintings, drawings 
Poisoner’s Kit Poisons, antidotes 
Potter’s Tools Pottery, sculptures 
Scribe’s Tools Books, scrolls 
Sewing Kit 


Smith’s Tools 


Textiles, clothing 
Weapons, armor 


Thieves’ Tools Traps, keys 


Tinker’s Tools Clockwork, Tools 


Trapsmith’s Tools Traps, snares 


Woodcarver’s Tool Bows, ammunition 

You can also use the method above to craft magic 
items, each of which must come from one of the 
Dungeon Master’s Guide. As these items lack a cost, 
you can instead use the cost provided in the Crafting 
Magic Items table, or half that amount if the item can 
only be used once. If the item is a weapon, a shield, or a 
suit of armor, you must have a nonmagical version of 
that item on hand for the entirety of each Activity. When 
the crafting is completed, that item becomes the magic 
item you create. 


CRAFTING MAGIc ITEMS 


Magic Item Table Minimum Level Crafting Cost* 
A Ist 50 GP 
B Ist 200 GP 
C 5th 2,000 GP 
D 11th 20,000 GP 
E 17th 100,000 GP 
F 5th 500 GP 
G 9th 5,000 GP 
H 13th 50,000 GP 
17th 500,000 GP 


* Halved for Ammunition, Potions, and Scrolls 

In order to craft a magic item, your level must be at least 
the minimum level listed in the table. If the item casts 
Spells, you must know each of the Spells noted in the 
item’s description, or have those Spells prepared. Ifa 
spell has material components with a cost, you must 
provide those components which are consumed when 
you begin crafting the item. 


ENTERTAIN 


As a Short Activity, you can attempt to entertain a 
crowd of people with a performance. Make a Dexterity 
(Performance) or Charisma (Performance) check 
against the Passive Wisdom (Insight) score of each 
creature who can hear you. A creature you succeed 
against becomes Friendly towards you. 


IMPERSONATE 


As a Short Activity, you can use a Disguise Kit to create 
a number of costumes up to your Proficiency Bonus, or 
a single costume based on a creature you have seen. A 


creature can don a costume as part of this same Activity. 
While wearing a costume, a creature is Disguised. If the 
costume is based on a creature you have seen, the 
wearer is Disguised as that creature. A costume can’t 
make a creature appear as if it has another Size or 
Ancestry. 


TREAT WOUNDS 


As a Short Activity, you can attempt to offer a creature, 
other than a Construct, medical treatment. Make an 
Intelligence (Medicine) or Wisdom (Medicine) check 
with a Healer’s Kit, and roll a number of d6s equal to 
one-fifth of the check’s total, rounded up. The target 
regains an amount of Hit Points equal to the total of the 
d6s. 


RITUAL 


As a Short Activity, you can cast a Spell with a casting 
time between 1 minute and 1 hour, or you can cast a 
Spell that with casting time less than 1 hour that has 
the Ritual tag. Alternatively, as a Long Activity, you can 
cast a Spell with a casting time longer than 1 hour. You 
must be Concentrating on the Spell while you are 
casting it. If you cast a Spell with the Ritual tag using 
this Activity, you don’t need to expend a Spell Slot. 


WorK 


As a Downtime Activity, you can attempt to earn some 
cash. Make an ability check using one Skill or Tool you 
have Proficiency with. At the end of the Activity, you 
earn a number of GP equal to the check’s total times 
your Level. 


CONDITIONS 


Conditions are certain status effects that can alter how a 
creature functions in and out of combat. Conditions are 
not necessarily negative. Some can even have positive 
effects on the target. 

Here are some new examples of Conditions that exist 
in the game: 


CHARMED 


While you are Charmed, you experience the following 
effects: 


Friendly. You are Friendly towards creatures you are 
Charmed by. 

Gullible. You have Disadvantage on Wisdom (Insight) 
checks. 

Harmless. You can’t attack creatures you are Charmed 
by, or target them with any other damaging effects. 


CONCENTRATING 


While you are Concentrating, you experience the 
following effects: 


Distracted. You have Disadvantage on Intelligence and 
Wisdom checks you make. 
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Interruptible. When you take damage, make a 
Constitution saving throw against a DC of 10, or half 
the damage taken, whichever is higher. On a failure, 
you cease to be Concentrating. 

Ending the Condition. The condition ends on you if you 
choose to end it (no action required), or if you gain the 
Concentrating condition from another source. When 
the Concentrating condition ends on you, any effect 
you were Concentrating on ends as well. 


DEAD 


While you are Dead, you experience the following 
effects: 


0 Hit Points. Your Hit Points are 0 and can’t be 
increased. 

Inanimate. You can’t Move, speak, rest, think, or take 
Actions or Activities. 

Object. You are considered an Object. 

Prone. You are Prone. 

Unaware. You are unaware of your surroundings. 


DISEASED 


You are Diseased, you experience the following effects: 


Poisoned. You are Poisoned. 

Sickened. You are unable to benefit from food, drink, 
medicine, or Potions, unless they would suppress or 
end the Diseased or Poisoned Conditions on you. 


While you are infected with a disease, such as the ones 
created by the Contagion Spell, you are considered 
Diseased until the disease is cured. 


DISGUISED 


While you are Disguised, you experience the following 
effects: 


Impersonator. You appear as the creature you are 
Disguised as. 

Mask Drop. When you make an Initiative Roll, you can 
make a Charisma (Deception) check instead of a 
Wisdom (Perception) check, and you have Advantage 
on the roll. 

Shared Attitudes. You count as the creature you are 
impersonating for the effects of the Charmed, 
Friendly, Frightened, and Hostile Conditions. 

Ending The Condition. A creature suspicious of you can 
use an Action to attempt an Intelligence 
(Investigation) or Wisdom (Insight) check against 
your Passive Charisma (Deception) Score. On a 
success, you cease to be Disguised from them. 


While you appear as another creature, you are 
considered Disguised by any creature that did not see 
you change your appearance. 


DYING 


While you are Dying, you experience the following 
effects: 


0 Hit Points. You have 0 Hit Points. If you regain any 
Hit Points while Dying, this Condition ends on you. 
Knocked Out. You have the Unconscious Condition. 


Death Saving Throws. At the start of each of your turns, 
you must make a DC 15 Constitution saving throw 
called a Death Saving Throw. If you succeed on three 
of these saving throws, you regain 1 Hit Point and 
gain the Stable condition. If you fail on three of these 
saving throws, this condition ends on you, and you 
gain the Dead condition 

Damage. You suffer one failed Death Saving Throw, or 
two if the damage was caused by a Critical Hit. 

Rolling a 1 or 20. When you make a death save and roll 
a 1 on the d20, it counts as two failures. If you roll a 
20, you regain 1 Hit Point and gain the Stable 
condition. 


EXHAUSTED 


While you are Exhausted, you experience the following 
effects: 


Levels of Exhaustion. This Condition is cumulative. 
Each time you receive it, you gain 1 level of 
exhaustion. If your exhaustion level ever exceeds 10, 
the Condition ends on you, and you gain the Dead 
Condition. 

Impaired. You gain a penalty to d20 rolls you make, and 
to any DC you force a creature to make a d20 roll 
against. The penalty equals your level of exhaustion. 

Ending the Condition. Finishing a Long Rest removes 1 
of your levels of exhaustion. When your exhaustion 
level reaches 0, you are no longer Exhausted. 


FLEEING 


While you are Fleeing, you experience the following 
effects: 


Movement Required. On your turn, you must Move as 
far away from the thing you are fleeing from as your 
Speed will allow. If entering, leaving, or moving 
through an area would deal damage to you that can’t 
be avoided (such as by succeeding on a saving throw 
or being missed by an attack), you may stop 
immediately before you would take that damage. 

Actions Restricted. The only Action you can take is the 
Dash action. If you are unable to Move further than 
your Speed would allow, you can take the Dodge 
action instead. 


GRAPPLED 


While you are Grappled, you experience the following 
effects: 


Speed 0. Your Speed is 0, and can’t be changed. 
Attacks Affected. You have Disadvantage on attack rolls 
you make against any target other than the grappler. 
Movable. The grappler can drag or carry you when they 
Move, but every foot of movement costs it 1 extra foot, 

unless you are Tiny, or two or more Sizes smaller 
than the grappler. 

Ending the Grapple. You cease to be Grappled if the 
grappler is Incapacitated, if the two of you are further 
apart than the grapple’s range, or if the grappler ends 
the grapple (no Action required). 


HIDDEN 


While you are Hidden, you experience the following 
effects: 


Concealed. Creatures you are Hidden from can’t see 
you, or target you with attacks, spells, tactics, or other 
effects. 

Surprise. If you are Hidden when you make an 
Initiative roll, you can make a Dexterity (Stealth) 
check instead of a Wisdom (Perception) check, and 
you have advantage on the roll. 

Attacks Affected. Attack rolls against you have 
disadvantage, and your attack rolls have advantage. 

Ending the Condition. The condition ends on you 
immediately after any of the following occurrences: 
you make a sound louder than a whisper, an enemy 
finds you with the Search action, you make an attack 
roll, you cast a spell with a verbal component, or you 
aren't Heavily Obscured or behind any Cover. 


INCAPACITATED 


While you are Incapacitated, you experience the 
following effects: 


Inactive. You can’t take Actions, Short Activities, or 
Long Activities. 

No Concentration. The Concentrating Condition ends 
on you, and you can’t gain the Concentrating 
Condition. 

Speechless. You can’t speak. 

Surprised. You have Disadvantage on Initiative rolls. 


INVISIBLE 


While you are Invisible, you experience the following 
effects: 


Unseen. You can’t be seen by creatures that lack 
Blindsight, Tremorsense, or Truesight. 

Concealed. Creatures that can’t see you can’t target you 
with any effect that requires them to see you. 

Surprise. If you’re Invisible when you make an Initiative 
Roll, you can make a Dexterity (Stealth) check instead 
of a Wisdom (Perception) check, and you have 
Advantage on the roll. 

Attacks Affected. Creatures that can’t see you have 
Disadvantage on attack rolls against you, and you 
have Advantage on attack rolls against them. 


POLYMORPHED 


While you are Polymorphed, you experience the 
following effects: 


Disguised. You are Disguised from creatures who did 
not see you gain the Polymorphed Condition. 

Size Affected Your Size changes to the Size of the 
creature or object you are Polymorphed into. 


You are considered Polymorphed while under the 
effects of any spell or effect that says that you are 
polymorphed, such as the Polymorph spell, or a Mimic’s 
Shapechanger feature. 


PRONE 


While you are Invisible, you experience the following 
effects: 


Attacks Affected. Melee attacks have advantage against 
you, and you have Disadvantage on attack rolls. 

Limited Mobility. You can’t Move, except by crawling. 
You can also use your Move to end the Condition on 
yourself by expending an amount of movement equal 
to your Speed. 

Underfoot. Creatures can Move through and stop in 
your space, treating it as difficult terrain. When the 
Condition ends on you, any creature occupying your 
space is pushed into the nearest unoccupied space. 


SQUEEZING 


While you are Squeezing, you experience the following 
effects: 


Attacks Affected. Melee attacks have advantage against 
you, and you have Disadvantage on attack rolls. 

Constrained. You have Disadvantage on Dexterity 
saving throws. 

Hampered. Moving costs 1 additional foot of movement 
for every 1 foot that you Move. 


STABLE 


While you are Stable, you experience the following 
effects: 


Knocked Out. You have the Unconscious Condition. 

Ending the Condition. This condition ends on you if you 
regain Hit Points, or if you gain the Dying or Dead 
conditions. 


TAUNTED 


While you are Taunted, you experience the following 
effects: 


Focused. You can’t make attack rolls against creatures 
aren’t Taunted by. 

Drawn. You can’t Move away from the creature you are 
Taunted by. 


DEDICATIONS 


Dedications are Proficiencies that a central to a 
character’s concept. When you succeed on ability check 
using a Skill or Tool that you have Dedication to, you 
gain Inspiration, after which you can’t do so again until 
you finish a Long Rest. 


FOLLOWER 


A Follower is a loyal companion that can be granted to 
you by certain features in the game. The Follower is 
Friendly to you and your companions, and remains 
Friendly until you do anything to harm it against its will. 


COMBAT 


In combat, the Follower shares your Initiative count and 
turn, and it obeys your spoken orders. On each of its 
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turns, It can Move, use its Reaction, and take the Dodge 
action, but it won’t take other Actions unless you use a 
Bonus Action to order it to do so. If you gain the 
Incapacitated condition, the follower can take other 
Actions, and acts independantly to protect you. 


GAINING FOLLOWERS 


You can’t have more than one Follower at a time. If you 
gain a Follower while you already have one, you must 
choose one of them to dismiss. 


LOSING FOLLOWERS 


A creature ceases to be your Follower if you dismiss it, 
if you die, if it dies, or if you do anything to harm it 
against its will. A creature that ceases to be your 
Follower becomes an independant creature, but retains 
its game statistics. The creature may choose to leave at 
the soonest available opportunity, or may remain with 
the party with the DM’s permission. 

If a creature ceases to be your Follower because 
either you or it died, the creature becomes your 
Follower again when the Dead party return to life. 


INITIATIVE 


Initiative determines the order of turns during combat. 
When combat starts, every participant makes a special 
ability check called an Initiative Roll to determine their 
place in the Initiative order. The DM makes one roll for 
an entire group of identical creatures, so each member 
of the group acts at the same time. 

An Initiative roll represents a creature’s ability to 
react to combat. Typically, your Initiative roll is a 
Wisdom (Perception) Check, but the DM can call for 
any ability check they believe is appropriate for 
representing who takes their turn when. For example, if 
you are attempting to sneak up on your foes, the DM 
may ask you to make a Dexterity (Stealth) check. 

The DM ranks the combatants in order from the one 
with the highest ability check total to the one with the 
lowest, resolving any ties as they see fit. This is the 
order (called the initiative order) in which they act 
during each round. The initiative order remains the 
same from round to round. 


MANEUVERS 


When you take the Attack or Opportunity Attack actions, 


you can forgo one of the attacks you would make and 
instead use what is called a Maneuver. 

If you have the Combat Mastery feature, or another 
feature that allows you to make additional attacks as 
part of the Attack action, you can replace any number of 
those attacks with Maneuvers. 

Here are some examples of Maneuvers you can use: 


FEINT 


As a Maneuver, you can force a creature within your 
reach that can see you to make a Wisdom (Insight) 
check against your Passive Charisma (Deception) 


Score. On a failure, any attack you make against the 
target has advantage until the start of your next turn. 


GRAPPLE 


As a Manuever, you can attempt to grab a creature 
within your reach using one of your free hands. Make a 
Strength (Athletics) check contested by the target’s 
Strength (Athletics) or Dexterity (Acrobatics) check 
(their choice). You fail on this check automatically if the 
target is more than one size larger than yourself. On a 
success, the target is Grappled by you. 


MENACE 


As a Maneuver, you can attempt to intimidate a creature 
that can see you. Make a Strength (Intimidation) check 
contested by the target’s Strength (Intimidation) check. 
On a success, the target is Frightened of you until the 
start of your next turn. 


SHOVE 


As a Manuever, you can attempt to shove a creature 
within your reach that is no more than one size larger 
than you. Make a Strength (Athletics) check contested 
by the target’s Strength (Athletics) check. On a success, 
you push the target 10 feet in a direction of your choice. 


STEAL 


As a Maneuver, you can attempt to steal an object from 
a creature within your reach. Make a Dexterity (Sleight 
of Hand) check contested by the target’s Wisdom 
(Perception) check. On a success, you steal the object. 
You have disadvantage on this check if the target can 
see you. On a failure, the target is aware you used this 
Action. 


TRIP 


As a Manuever, you can attempt to trip a creature within 
your reach that is no more than one size larger than 
you. Make a Strength (Athletics) check contested by the 
target’s Dexterity (Acrobatics) check. On a success, the 
target gains the Prone condition. 


SKILLS 


Skills are more specific aspects of your physical, 
mental, sensory, and social abilities. You Proficiency 
with a Skill means you are especially knowledgable and 
competent with regards to that subject. 

Here are some new examples of skills that exist in the 
game: 


DUNGEONEERING (INT) 


The Dungeoneering Skill represents your knowledge of 
monsters, traps, and natural hazards found in dungeons 
and caverns. By default, you use your Intelligence for 
ability checks you make using the Dungeoneering Skill. 
Here are some other examples of how you can use 
different ability scores with the Occultism Skill: 


Strength. Tunnel through solid rock. Hold open a 
falling door trap. 


Dexterity. Avoid pressure plates. Disarm trapped 
chests. 

Constitution. Hold your breath in pockets of harmful 
gas. Swallow monster meat without gagging. 

Intelligence. Recall knowledge about Aberrations, 
Oozes, mushrooms or psionics. 

Wisdom. Find food in the Underdark. Identify hidden 
doors and traps. 

Charisma Form a delving party. Convey dungeoneering 
instructions clearly and memorably. 


ENGINEERING (INT) 


The Engineering Skill measures your knowledge and 
Skill in the crafting of items and structures. By default, 
you use your Intelligence for ability checks you make 
using the Engineering Skill. Here are some other 
examples of how you can use different ability scores 
with the Engineering Skill: 


Strength. Unscrewing loose bolts. Assembling heavy 
devices or structures. 

Dexterity. Carving fine details. Squeezing into tight 
spaces to repair objects. 

Constitution. Performing all-nighters to finish 
blueprints or solve design issues. 

Intelligence. Recall knowledge about the crafting 
process. Crafting or repairing items or structures. 

Wisdom. Identifying design flaws. Determining the 
usefulness of inventions. 

Charisma: Convincing others of your Engineering 
prowess. Influencing other artisans to follow your 
design practices. 


INTIMIDATION (STR) 


The Intimidation Skill measures your ability to 
influence others through fear. By default, you use your 
Strength for ability checks you make using the 
Intimidation Skill. Here are some other examples of 
how you can use different ability scores with the 
Intimidation Skill: 


Strength. Frightening others with physical might and 
ferocity. Coercing others to follow your demands with 
threats of violence 

Dexterity. Frightening others with feats of 
marksmanship. Remaining out of sight to utilize fear 
of the unseen. 

Constitution. Menacing others with your own 
imperviousness to pain. 

Intelligence. Presenting an overwhelming threat 
through tactical means. Describing the mechanisms 
of fear or terrorism tactics. 


Wisdom. Identifying the best way to terrorize an enemy. 


Charisma. Presenting an untouchable presence. 
Coercing creatures through extortion. 


MEDICINE (INT) 

The Medicine Skill covers your knowledge and skill at 
pharmacology, surgery, diagnostics, and pathology. By 
default, you use your Intelligence for ability checks you 
make using the Medicine Skill. Here are some other 


examples of how you can use different ability scores 
with the Medicine Skill: 


Strength. Removing a weapon from a stabbed creature 
without hurting them. Using your knowledge of a 
creature’s joints to grapple them. 

Dexterity. Performing surgery on delicate body parts. 
Creating neat sutures. 

Constitution. Performing surgical procedures on your 
own body. Stomaching particularly repulsive medical 
anomalies without vomiting. 

Intelligence. Diagnosing injuries. Reciting medical 
knowledge. Prescribing or creating medicines. 
Performing ordinary surgeries. 

Wisdom. Noticing when a creature that can’t speak is in 
pain. Understanding mental illnesses. 

Charisma. Offering a warm bedside manner. Calming 
scared patients. 


NATURE (WIs) 


The Nature Skill measures your ability to recall lore 
about terrain, plants and animals, the weather, and 
natural cycles. By default, you use your Wisdom for 
ability checks you make using the Nature Skill. Here are 
some other examples of how you can use different 
ability scores with the Nature Skill: 


Strength. Drawing on primal energy to accomplish a 
mundane feat of strength 

Dexterity. Navigating dense roots and brambles without 
injury. Grafting branches. Approaching Plant 
creatures without startling them. 

Constitution. Identifying underwater plants or toxic 
fungi while holding your breath. Digging up thorny 
invasive plants. 

Intelligence. Recalling information about biology or 
local plants and animals. 

Wisdom. Noticing ecological damage. Using Herbalism 
Kits. Predicting the weather. Identifying useful plants. 

Charisma. Communicating with Plant creatures, 
ancestral trees, and primal spirits. 


RELIGION (WIS) 


The Religion Skill measures your ability to interpret the 
will of the gods and uphold religious restrictions. By 
default, you use your Wisdom for ability checks you 
make using the Religion Skill. Here are some other 
examples of how you can use different ability scores 
with the Religion Skill: 


Strength. Perform the sacred rites of a war god. 

Dexterity. Scribe religious texts accurately. Handle 
reliquaries without dirtying them. 

Constitution. Endure fasting, flagellation, or ritual 
scarification. 

Intelligence. Recall knowledge about gods, religious 
hierarchies, and scriptures. 

Wisdom. Intuit omens and the will of the gods. Achieve 
gnosis. Resist sinful temptations. 

Charisma Entreating gods or Celestials for aid. 
Proselytize to congregations or strangers. Perform in 
a choir. 
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